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PARTY ITEMS 


WEAPONS 


n Summoner is character-specific, so not every piece you find or buy will loe useful to every party member. Chei 
•k for each member. Armor ranges from boots and gauntlets to pants and platemail. There are hundreds of usefi 
II. These modifiers, however, don't inflict damage like the weapons, but instead help protect the wearer in a vam 
add an additional 15 points to the occupant's (Jekhar) HP level. Other types of armor may raise a Skill level liki 
ized to make your party members proficient in the areas that you see fit. 


MAGIC 


*ly in the game, before your characters have built up their own m, 
ilizzard, etc.) can be carried in mass quantities. The books, tomes, rum 
more than one charge (use), so you can use them up to five 
you want to buy another "Tome of Revive", and the one you have t 
lave all 5 charges. There are benefits to using the magic from books and runes, as 
if you try to cast a spell in the heat of battle, your opponent can stop you with a blow. If you use a scroll or 


The magic scrolls and potions will be very helpful to you earl 
Recovery Elixirs, and magic scrolls (Meteor, Curse, T 
however, can only be carried ] at a time. Some of the items have 
check the "info" box to see how many changes are left. If 
Revive" in your inventory, but it will now hi 
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JEWELRY .. 

Jewelry consists of rings, torques, and medallions, and is a great way to "power-up" the characters. All of the jewelry items are unique, and they all have at least f f 
one skill modifier. In fact, some have as many as 3 or 4 skill modifiers! The Ring of Gods increases Speed (+5), Max HP (+40), and Max AP (+20) — that's a 
useful ring! ftut, even the rings and torques that have but a single modifier can be ^uite helpful. The Medallion of Vigor, for instance, grants the wearer an 
additional 60 HP! The best thing about the jewelry, however, is that all of the pieces can be worn by all of the members (except, of course, the Summoning Rings). 

Rings are also very valuable, so if you need some cash, don't hesitate to sell off a ring that has less power than the ones already being worn! 

UNSC. 

Everything else you find in Summoner goes into the "Misc." section of your inventory. All the ftacite tails. Parchments, keys, and every other item you need to complete the 
mini-quests will be listed in this section. One important thing to note is that the items you find that are listed in blue are the ones that need to be "Identified" (these can be 
Jewelry, Weapons, Armor, or Misc. items). If you can't identify the item, then Piece's "Appraise" Skill isn't at a high enough level to open up that item. 

COM&AT TECHNIQUES 

CHAIN ATTACKS 

One of the great gameplay elements found in Summoner is the ability to fight foes with the "Chain Attacks" system. A little chainlink symbol appears over the head of your 
fighter, signaling the time to press the D-pad in one of four directions. If you time the press with the symbol, you will be allowed to try it again. You can't press the same 
direction on the D-pad twice in a row. Each character starts out with four Chain Attack Skills, and can earn more throughout the game (the more Cham Attacks you perform, the 
more Skills that you learn). As you build up the number of Chain Attack Skills, be sure to practice them, and see which ones suit your style. The moves that cast a spell (ie.. 
Revitalize) will cause the character to pause, and leave him/her vulnerable to attack, so it's best to stay away from implementing those tactics. Also, the speed of the weapon in 
your possession greatly affects the speed which the Chain Attacks are performed, so if you're adjusted to quick hits, you may want to stay with a faster weapon, because a 
lumbering blunt weapon (ie., Warhammer) will really throw your timing off. 

JKAGIC 

Obviously, casting spells and using other magic items is an essential part of the gameplay. Not only will your party members be required to cast Lightning and Fire spells to attack 
the enemies, they will also need to use their magic for healing and preservation causes. In addition, there are spells that will need to be cast to help members sneak through areas 
unseen and unheard. Since you can only carry one magic rune, tract, tablet, and tome at a time (for each spell), make sure you always have the maximum in your inventory. The 
scrolls are weaker in power, but you can carry as many of them as you like, and we suggest that you carry plenty of Ice Coffin Scrolls at all times. This spell turns the enemy into a 
big ice cube and renders them harmless. 

CHARACTER MANAGEMENT Al 

Another gameplay element that will help you along your journey is the ability to set each members' Al (Artificial Intelligence) to one of six different settings. The Melee setting will 
have that person looking for a fight, while the Support option means that the character will follow the lead (Melee) guy into the battle. Setting the Al to Range keeps the person out 
of the way of combat, but also means they are too far away to help out! Tuning the Al to Healer sets the character back out of immediate danger, and lets them perform any Heal 
Spells they have obtained on the members that need the help. Caster turns the person into a formidable fighter, assuming they have the spells necessary to cast! Lastly, the 
Healer/Caster Al combination is a real help, and is what Rosalind should be set at most of the time. 

SKILLS POINTS 

Each time a character goes up a Level, they will receive 2-3 Skills Points that can be spread out among the available Skills that the person has. The only stipulation is that the Skills 
level can never be higher than the player's current Level. Skills Points peak at JO, but can go higher with the use of certain Armor, Jewelry, or Weapons. For example, if you 
currently have 9 "Dark" points, and then equip the Ring of the Night (+2 Dark), you'll then show an "J J" in your Dark column. Check out the Character ftios to see how we suggest 
to spread out the Skills Points for each party member. 

QUEST JOURNAL 

Your Quest Journal keeps track of all of the mini-quests that you have encountered. We have provided a complete listing of all of the mini-quests and how to accomplish them (see 
Mini-Quest section). In addition, the walk through provides more detailed information on the majority of the more difficult and confusing tasks. The mini-quests have no impact on the 
outcome of Summoner, but they provide a great way to earn additional XP, gold, and special items (most of which can't be found or purchased anywhere else in the game). The mini- 
quests can be quite time consuming and difficult to accomplish, but the rewards are great and accomplishing the quests will give you greater enjoyment and satisfaction with your 
Summoner experience. 

RANDOM ENCOUNTERS 

Random Encounters occur when traveling on the World Map. They provide a good opportunity for gaining XP, and toward the latter half of the game, a good portion of the mini- 
quests involve finding objects in the Random Encounter environments. The exit of a Random Encounter environment is shown by a yellow line. The map function doesn't work in these 
locations, but after a few trips through, you'll find the quickest way out! 
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EXP: 


As the leader of the party, Joseph will be under your control for the 
majority of the game. There will be instances where you'll need to tak 
control of the other characters for extended periods of time, but for th 
most part, Joseph will be the guy you want to have lead the group. His i 
be set to "Art e lee", as he will be the one head 
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therefore, should al' 
toward the enemies. 


SKILLS 


CHAIN ATTACKS 


BEST ITEMS TO EQUIP 


\ check to see if that item is better than what you' r e 
elf of this is to examine your status at the end of 
ealer, Joseph needs to have items that help 

: his HP, AP, and Skill Points for Sp ells. Armor 
sort of increase in Skill points. When you start to 
them. Since you can only wear two at a time, you can 
The latter of the two choices is the better, and the two 
>1). Sy the time you get to the final boss, your minimum 
Speed), Medallion of Vigor (+60 HP), Summoner Chammai! (40 Protection, +2 
n Protection), Summoner Gauntlets (20 Protection, 


Ubviousiy, each time you find or buy a new weapon, piece ot ai-mor, or jeweiry, you .. wan, to 
currently using. This may be hard to do on a consistent basis, so a good way to remind yours* 
each fighting level (getting through the Sewers, for example). As the the #2 fighter and #2 hi 
contribute to his ability to fight/stay alive and cast spells. Wea^ rings and medallions that increase 
that has more protection is generally better than a^mo* that has less protection but offers some 
get the Summoning Rings, you'll notice that the rings increase in power the longer you wea^ 
try to wear them equally, or just concentrate on two. and get them as powerful as possible, 
rings to concentrate on a^e the Ring of Light (Wraith) and the Ring of Fire (Slood Elemental 
equipment to have includes; 100-Fold Katana (7E Damage, T0 r , 

Summon Points), Summoner Leggings (IE Protection, +1 Summon Points), Springsteei Soots (i 
+2 Summon), and the two rings mentioned above. 
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Staff Weapons 


Slunt Weapons 
Magic Resist 
Double Attack 
Axe Weapons 


Added Slow Standard secondary attack. 

Desperation Does damage with the amount of damage taken. 

Confusion Removes Ars from enemy. 

Revitalize Party regains HP. 

Sum Hands Does fire-based damage. 

Push A successful push will increase the chance for next attack 
toind Drain Target loses AP, while Joseph recovers AP. 
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SKILLS 


HP-- — i i 267/3S6 

APs •* — n.:.^3 99/99 

Sf 'EEC* IQH* 

"'AMAGC- 7S 

PROTECTION: it* 

Weapons, Heavy Arms, Appraise, Pick Lock, and Sneak. She begins the v| ^ IPJ23-JW* W&Z ^ 

game with Sow Weapons. Pick Lock, Dodge. Sword Weapons, and Aimed g " 

Attack as her initial list of Skills. Focus on the Sow Weapons and Pick 
Lock traits, as those will he skills that need to he at the limit before the 

others. After Flece reaches level 10, she'll have gained Kick, Sackstab, . . , 

Heavy Arms, Appraise, Hide, and Parry. The Appraise skill is of the utmost importance, as you will need to have a .O' on this hy the last s a< 
of the game in order to "Identify" certain items that you find. The items won't he of use to the party until they can he Identified, and some.wijl i 
work unless you have reached point level 10. The Heavy Arms is the other Skill that needs to he accounted for at this time. The Trip, Dark, If 
Resist, and Counter Attack are all obtained hy the Idth Level, hut other than a few points for magic Resist, you don't really need to worry ah o 
the others. Flece will obtain the Sneak Skill after she meets Yago, and you should try to hump this skill up as well. When Flece goes Solo, it wi 
come in handy. The Sow Weapons will he of great significance early in the game, hut you also want to have her hand.e Sword Weapons with 
expertise, too, as this plays a big factor in your later success. 


CHAIN ATTACKS 


as four Chain Attacks that she can string together. Eventually, she will h. 
lice, and Leg Slice. Each of these Cham Attacks offers something other ' 
'Kile Mind Stab blinds the enemy. Arm Slice inflicts a crippling blow to th 
e damage to your grouping of Cham Attacks, you can use the Desperatii 


and will have no Spells of significance to cast, so her role in the group is to make items available (Appraise Skill), and 
has the terrific ability to Sneak and Hide, and the Sneak Skill, combined with an Invisibility 
liers or monsters. There are plenty of items that will help Flece accomplish these 
md Shadow Platemail increase her Sneak ability. Although Flece isn't the best 
[uipped with a bow. Along with Rosalind, Flece can stay out of harm's way and 
iar battle it out on the front lines, ly the second half of the game, her ability to use 
me you face the final bosses, however, her stealth and bow abilities won t play as 
mt from close range. Here's the minimum Flece should have by the time you 
.erserker's Torque (Sword Weapons +3, Heavy Arms +o), Midnight Platemail 
/ Sneak). Ring of Might (If ax AP +10, *1 ax HP +30), Preservation Ring (*ax HP +20, 
22 Protection, +3 Parry). 


Flece is not 

get into rooms that the others can't (Pick Lock). She also 
Scroll, will make it possible for Flece to go places unhindered by soldi 
tasks with greater success. For example, both the Prowler Leggings ai 
fighter in the group, she can do a tremendous amount of damage when e^i 
launch arrow after arrow into the enemies while Joseph and lekh; 
swords and daggers will prove more valuable to the party, Sy the ti 
great a factor as will her ability to protect herself and damage the oppone 1 
face the four demons: Sornehan Dagger (2b Damage, l.oo Speed), S< 

(50 Protection, +1 Sneak), Soots of Stealth (Protection 10, + 1 
+1 Dodge, +1 Parry), Steel Gauntlets (17 Protection), and Guardian 
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Sword Weapons 
Aimed Attack 


iackstab 

Heavy Arms 
Appraise 


Dark 

Magic Resist 
Counter Attack 


Added How Standard secondary attack. 

Kick Increases chance to hit with blunt melee attack 
Mug Steals gold and inflicts medium damage. 

Leg Swipe Slows target and does medium damage. 

Arm Slice Cripples target and inflicts medium damage, 
ftlind Stab Hinds target and causes little damage. 
Desperation Does damage with the amount of damage taken 
Staminaatk Does damage with the amount of AP left. 
Silence Target cannot cast spells. 







Rosalind joins the party in Iona, tut she is none-to-pleased to 
have to leave the Monastery. Add to that the fact that Rosalind 
thinks Joseph is more of a farm toy than a savior, and you have the 
makings of a hapless party memter. Fortunately, Rosalind realizes her 
error in judgment, and forges on to play an instrumental role in the 
success of the group. 


CRITICAL HIT 
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► Chain Confusion ◄ 
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SKILLS 


Rosalind is the person most responsitle for keeping the party healthy, and 
the one with the potent Spells cast from long range. Sy the end of the ^ 

game, Rosalind will te proficient with all of the Spells except Holy (Joseph 
has that one covered). Her main areas of concentration should be Sow 
Weapons, Heal, Dark, Energy, Fire, and Ice. Rosalind starts out with Staff Weapons, Heal, E 
are the two to focus on now. You may be inclined to get her going with Staff Weapons, but hi 
heavy up-front battles, so save those Skill Points for the more useful areas. Set her Al to He 
£y the JOth level, she will have learned the Magic Resist, Dark, Fire, Holy, ftow Weapons, ai 
to Rosalind's success. Rosalind learns three more Skills before it's all over (Trip, Parry, and I 
them. Just stay focused on the six categories mentioned above, and Rosalind will become the 
as the only party member left standing after a major fight! Sy the time we finished the game, F 
out Jekhar by JOK, and Joseph by 40K). 


CHAIN ATTACKS 


te game with four Chain Attacks. The only w 
hand-to-hand combat, and since Rosalind will stay away from that type of activity (using our strati 
should you find her face to face with an enemy (it will happen), the best Chain 
The Shock (iRSP does an energy based kind of damage, and the Confusion Chain 


Rosalind starts out with four Ch. 
participate in 
four she was born with! However. 
Shock GRSP and Confusion, 
target. 


4EST ITEMS TO EQUIP 







U^mSum 


Added Slow Standard secondary attack. 
Shock GRSP Ooes energy-hased damage. 

Party takes less physical damag 


Sless rarty takes less physical < 

Confusion Removes APs from target, 
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AX E WEAPONS 
BLUNT WEAPON* 
HEAVY ARMS 
PARRY 

COUNTER ATTACK 
DODGE 

CRITICAL HIT 

DOUBLE ATTACK 

PUSH 

KICK 

heal 

MAGIC RESIST 

Chain added hir 


A most reluctant party member, Jekhar joins the group 
request of King iellias. Actually, it 


was more of an order, as 
Jekhar had previously vowed to seek revenge on Joseph for the 
disaster in Ciran that occurred 9 years earlier, and wanted nothing to 
do with the "plowboy". Jekhar's formidable strength is the last piece 
of the party member puzzle. 
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SKILLS 

Jekhar is ea 


CHAIN ATTACKS 


Like the other party members, Jekhar starts out with four Chain Attacks, and he will learn more throughout the course of the game. Two of his 
Chain Attacks are weapon-specific: Axespin & Earthshaker. The Axespin will damage anyone nearby, but requires that Jekhar be equipped with 
an axe. The Earthshaker will knock down nearby targets, but it requires that a blunt weapon be utilized. Either of these are very useful Chain 
Attacks, so long as you have the right weapon in your hands. If not, (and, "if so"), be sure to have the Kick, Life Leech, and Desperation as your 
other Chain Attacks. 


The biggest warrior requires the biggest weapons, and so it shall be for Jekhar. All of the game's biggest and baddest weapons are made available 
to Jekhar, once his Heavy Arms level is at 9. Since Jekhar tends to always find himself in the middle of things, it is especially important that he have 
the most protection, so always look to put him in gear that also increases his Dodge and Parry attributes, ftig, slow weapons are fine for Jekhar as 
long as the computer is controlling him, but when it comes time for you to grab the reins, e^uip a more lightweight weapon and a shield. The Chain 
Attacks are harder to pull off with the slow weapons (anything below a G.dO), and while your damage may be greater with the big weapon, it doesn't 
mean a thing if you can't hit the target! Toward the latter stages of the game, just about everything that Jekhar can wear will increase his HP total. In 
fact, Jekhar will have almost 2.5 times the number of HPs as Rosalind! Sy the time you reach the final bosses, Jekhar should be equipped with (at the 
minimum): Warhammer (90 Damage, .50 Speed), Medallion of Vigor (Max HP +60), Warrior's Platemaii (Protection 60), Hero's Sabaton (Protection 
J5, Max HP +15), Ring of Health (Max HP +30), Ring of the Gods (Speed +5, Max HP +40, Max AP +20), and Horseman's Gauntlets (Protection 
25, Max HP +5). 
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|| Slunt VWeap ons 
Ssi Counter Attack 
S| Kick 
Critical Hit 
’ Double Attack 
| f Magic Resist 


Added Slow Standard secondary attack. 

Kick Increases chance to hit with blunt melee attack. 
Axespm Damages all nearby targets with axe only, 
carthshaker Knock down nearby targets with blunt weapon only, 
Mend Recovers small amount of HP. 

Desperation Does damage with the amount of damage taken. 
Sacrifice Does double damage, but you lose your own HP. 
Life Leech Does damage & recovers HP. 
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Name 

Value 

Speed Weight 

Protection 

For 

Special 

Description 

Battle Boots 

7500 

1 

50 

15 

Joseph 

Double Attack +2 

These bestow superb protection to the wearer's feet and boost his attack speed. 

Boots of Stealth 

50000 

1 


10 

Flece 

Sneak +2 

These offer very good protection for the wearer's feet and boost a thief's Sneak skill. 

Dragon Boots 

500 

1 


7 

Rosalind 

Magic Resist +1 

These boots offer good protection for the wearer's feet, as well as some magic resistance. 

Felinus Feet 

20 

1 


5 

Flece 


These boots offer some protection for a thief's feet. 

Heavy Boots 

200 

1 

10 

7 

Joseph, Flece, Jekhar 


These boots offer good protection for the wearer's feet. 

Hero's Sabaton 

50000 

1 

70 

15 

Jekhar 

MaxHP+15 

These boots offer superb protection for the wearer's feet, and they greatly boost his HP. 

High Leather Boots 

50 

1 


5 

Joseph, Flece, Jekhar, Rosalind 


These boots bestow some protection to the wearer's feet. 

Leather Boots 

20 

1 


3 

Joseph, Flece, Jekhar 


These boots offer minimal protection for the wearer's feet. 

Magus Boots 

10000 

1 


10 

Rosalind 

Magic Resist +2 

These offer very good protection for the wearer's feet and boost magic resistance. 

Mellifluous Scoh 

20 

1 


7 

Rosalind 

Magic Resist +2 

These offer good protection for the wearer's feet, as well as good magic resistance. 

Nobleman's Sabaton 

25000 

1 

60 

15 

Joseph 

MaxAP +10 

These boots offer superb protection for the wearer's feet, and they boost his AP. 

Reinforced Boots 

500 

1 

20 

10 

Joseph, Flece, Jekhar 


These boots bestow very good protection to the wearer's feet. 

Sabatons 

1000 

1 

30 

13 

Joseph, Jekhar 


These boots offer excellent protection for the wearer's feet. 

Servant's Boots 

5 

1 


1 

Flece 


These boots offer very little protection for the wearer's feet. 

Springsteel Boots 

5000 

1 

40 

15 

Joseph, Flece, Jekhar 


These boots offer superb protection for the wearer's feet. 

Steel Heeled Boots 

20 

1 


7 

Flece 


These boots bestow good protection to a thief's feet. 

Studded Boots 

300 

1 

10 

10 

Joseph, Flece, Jekhar 


These boots offer very good protection for the wearer's feet. 

Summoner Sabaton 

50000 

1 

70 

15 

Joseph 

MaxAP+15 

These boots offer superb protection for the wearer's feet, and they greatly boost his AP. 

Tough Boots 

20 

1 


7 

Jekhar 


These boots bestow good protection to the wearer's feet. 

Warrior's Sabaton 

25000 

1 

60 

15 

Jekhar 

MaxHP+10 

These boots bestow superb protection to the wearer's feet, and they boost his HP. 

GAUNTLETS 







Name 

Price 

Speed Weight 

Protection 

For 

Special 

Description 

Bough-Kote 

10000 

1.05 

50 

15 

Joseph, Flece, Jekhar 

Piercing +1 

These offer superb protection for the wearer's hands, as well as some protection from piercing attacks. 

Chainmail Gauntlets 

10000 

0.95 

30 

15 

Joseph, Flece, Jekhar 


These provide very good protection for the wearer's hands. 

Cloth Gloves 

100 

0.95 


5 

Joseph, Flece, Jekhar 


These offer some protection for the wearer's hands. 

Dragon Gauntlets 

5000 

0.95 

5 

15 

Joseph 

MaxAP +10 

These provide superb protection for the wearer's hands, as well as a boost to AP. 

Gloves of Pilfering 

50000 

0.95 

10 

12 

Flece 

Pick Lock +2 

These provide excellent protection for the wearer's hands and boost a thief's Pick Locks skill. 

Hero's Gauntlets 

50000 

0.95 

8 

25 

Jekhar 

MaxHP+15 

These provide superior protection for the wearer's hands, as well as a strong boost to HP. 

Horseman's Gauntlets 

25000 

0.95 

70 

25 

Jekhar 

MaxHP+5 

These provide superior protection for the wearer's hands, as well as a boost to HP. 

Iron Gauntlets 

5000 

0.95 


10 

Joseph, Flece, Jekhar 


These provide very good protection for the wearer's hands. 

Leather Armguards 

20 

1.05 


9 

Flece 


These offer good protection for the wearer's hands and arms. 

Leather Gauntlets 

500 

0.95 


9 

Joseph, Flece, Jekhar 


These offer good protection for the wearer's hands. 

Leather Gloves 

250 

0.95 


7 

Joseph, Flece, Jekhar, Rosalind 


These provide good protection for the wearer's hands. 

Magus Gauntlets 

5000 

0.95 


9 

Rosalind 

Heal +1 

These offer good protection for the wearer's hands, as well as a boost to healing. 

Mellifluous Mite 

500 

0.95 


8 

Rosalind 


These provide good protection for the wearer's hands. 

Midnight Gauntlets 

25000 

1.05 

10 

10 

Flece 

Pick Lock +1 

These offer very good protection for the wearer's hands and boost a thief's Pick Locks skill. 

Nobleman's Gauntlets 

25000 

0.95 

5 

15 

Joseph 

Summon +1 

These offer superb protection for the wearer's hands, as well as a boost to Summoning skill. 

Plate Gauntlets 

25000 

0.95 

70 

20 

Joseph, Jekhar 


These provide superior protection for the wearer's hands. 

Reaver Gauntlets 

5000 

0.95 

5 

15 

Jekhar 

Counter Attack +1 

These provide superb protection for the wearer's hands and enable faster counterattacks. 

Servant's Gloves 

5 

1.05 


1 

Flece 


These provide very little protection for the wearer's hands. 

Shadow Gauntlets 

10000 

1.05 

10 

8 

Flece 

Pick Lock +1 

These provide good protection for the wearer's hands and boost a thief's Pick Locks skill. 

Silk Gloves 

50 

0.95 


3 

Joseph, Flece, Jekhar, Rosalind 

Magic Resist +1 

These provide minimal protection for the wearer's hands. 

Springsteel Gloves 

3000 

0.95 

3 

13 

Joseph, Flece, Jekhar 


These provide excellent protection for the wearer's hands. 

Steel Gauntlets 

20000 

0.95 

6 

17 

Joseph, Flece, Jekhar 


These provide superb protection for the wearer's hands. 

Summoner Gauntlets 

50000 

0.95 

7 

20 

Joseph 

Summon +2 

These provide superior protection for the wearer's hands, as well as a strong boost to the Summoning skill. 

The Black Hand 

50000 

0.95 

30 

10 

Flece 

Backstab +1 

These offer very good protection for the wearer's hands and improve the wearer's Backstab skill. 

The Dragon's want 

10000 

0.95 


10 

Rosalind 

Staff Weapons +2 These provide very good protection for the wearer's hands, and they boost the wearer's Staff skill. 

Thief's Gauntlets 

5000 

1.05 

2 

10 

Flece 

Appraise +1 

These offer very good protection for the wearer's hands and enhance a thief's Appraise skill. 

Warrior's Gauntlets 

25000 

0.95 

8 

20 

Jekhar 

MaxHP+10 

These provide superior protection for the wearer's hands, as well as a boost to HP. 




LEG ARMOR 

Name V< 

Blue Pants 21 

Chainmail Leggings 51 

Cloth Pants 21 

Felinus Pantaloons 51 

Hero's Leggings II 

Leather Breeches II 

Magus Leggings II 

Prowler Leggings II 

Servant's Leggings 5 

Silk Breeches II 

Studded Leggings 21 

Studded Pants 51 

Summoner Leggings II 


TORSO ARMOR 


Speed Weight Protection For 


Joseph 

Joseph, Flece, Jekhar 

Jekhar 

Flece 

Jekhar 

Joseph, Flece, Jekhar, Rosalind 

Rosalind 

Flece 

Flece 

Flece, Rosalind 
Flece 

Joseph, Flece, Jekhar, Rosalind 
Joseph 


Sneak +1 
Axe Weapons +1 

Magic Resist +1 
Sneak +2 


Summon +1 


Description 

These offer some protection for the wearer's legs. 

These offer very good protection for the wearer's legs. 

These grant good protection to the wearer's legs. 

These grant minimal protection to a thief's legs. 

These offer superior protection for the wearer's legs and improve axe skills. 

These offer good protection for the wearer's legs. 

These grant very good protection to the wearer's legs, as well as an increased resistance to magic. 
These grant some protection to a thief's legs, and they give a boost to Sneak skill. 

These give very little protection to a thief's legs. 

These offer minimal protection for the wearer's legs. 

These offer some protection for a thief's legs. 

These offer very good protection for the wearer's legs. 

These offer superb protection for the wearer's legs and boost Summoning skill. 


I Name 

Price 

Speed 

Weight 

Protection 

For 

Special 

Adamant Bougu-Dou 

50000 

0.9 

40 

40 

Jekhar 


I Arcticus Mantellum 

100000 

0.95 


35 

Rosalind 


> Blessed Surcoat 

250 

0.87 


16 

Joseph, Flece, Jekhar 

Magic Resist +1 

Boiled Leather 

5000 

0.91 


30 

Joseph, Flece, Jekhar 


j Bone Jerkin 

600000 

0.95 


35 

Rosalind 

Holy +2 

< Bougu-Dou 

10000 

0.9 

35 

35 

Joseph, Flece, Jekhar 


^ Breastplate 

100000 

1.25 

50 

45 

Joseph, Flece, Jekhar 


>, Brigandine Chest 

50000 

1.25 

40 

40 

Joseph, Jekhar 


* Burnt Robe 

500000 

0.95 


35 

Rosalind 

Resist Fire +4 

, Chainmail Tunic 

10000 

1.25 

30 

40 

Joseph, Flece, Jekhar 


* Cloth Shirt 

20 

0.95 


5 

Flece 


l Draco Robe 

500000 

0.95 


40 

Rosalind 


Haramaki 

10000 

0.9 

30 

35 

Joseph, Flece, Jekhar 


Hero's Chainmail 

50000 

1.25 

40 

40 

Jekhar 

MaxAP+10 

Hero's Platemail 

800000 

1.25 

70 

65 

Jekhar 


Horseman's Platemail 

800000 

1 

50 

55 

Jekhar 


Leather Armor 

20 

0.95 


9 

Jekhar 


Leather Jerkin 

500 

1.25 


20 

Joseph, Flece, Jekhar 


Mellifluous Wrappings 

600000 

0.95 


45 

Rosalind 


Midnight Platemail 

800000 

1.25 

60 

50 

Flece 

Sneak +1 

Nobleman's Platemail 

600000 

1.25 

60 

55 

Joseph 


Padded Surcoat 

100 

1.25 


15 

Joseph, Flece, Jekhar 


i Platemail 

500000 

1.25 

50 

50 

Joseph, Jekhar 


f Quilted Holy Robe 

200 

0.95 


6 

Rosalind 

Holy +1 

Quilted Robe 

20 

0.95 


5 

Rosalind 


Robe of Restoration 

600000 

0.95 


20 

Rosalind 

Heal +2 

Servant's Blouse 

5 

1 


1 

Flece 


Shadow Haramaki 

50000 

0.8 

30 

30 

Flece 

Hide +1, Res Piercin 

Shadow Platemail 

600000 

1.25 

50 

40 

Flece 

Sneak +1 

Singed Robe 

100000 

1.05 


30 

Rosalind 

Resist Fire +3 

Springsteel Leather 

10000 

0.91 

10 

30 

Flece 

Resist Slashing +2 

Steelcore Bougu-Dou 

50000 

0.9 

50 

40 

Joseph 


Steelshod Leather 

10000 

1.25 

10 

30 

Joseph 


Studded Leather 

1000 

0.91 


25 

Joseph, Flece, Jekhar 


* Summoner Chainmail 

300000 

1.25 

40 

40 

Joseph 

Summon +2 

Summoner Platemail 

800000 

1.25 

70 

60 

Joseph 


Tunic 

20 

1 


7 

Joseph 


Warrior's Platemail 

600000 

1.25 

60 

60 

Jekhar 



Description 

This armor offers tremendous protection for the wearer's torso, as well as added protection against piercing attacks. 

This armor bestows extraordinary protection upon the wearer's torso. 

This armor bestows superb protection upon the wearer's torso and provides some magical resistance. 

This armor offers extraordinary protection for the wearer's torso. 

This armor offers extraordinary protection for the wearer's torso and enhances a spell caster's ability with Holy spells. 

This armor bestows extraordinary protection upon the wearer's torso, as well as some added protection against piercing attacks. 
This armor offers tremendous protection for the wearer's torso. 

This armor bestows tremendous protection upon the wearer's torso. 

This armor grants extraordinary protection to the wearer's torso and greatly enhances a spell caster's ability with Fire spells. 

This armor offers tremendous protection for the wearer's torso. 

This shirt bestows some protection upon the wearer's torso. 

This armor offers tremendous protection for the wearer's torso. 

This armor grants extraordinary protection to the wearer's torso. 

This armor grants tremendous protection to the wearer's torso, as well as an AP boost 
The finest armor available, this platemail provides massive protection against attacks. 

This armor offers incredible protection for the wearer's torso. 

This armor grants good protection to the wearer's torso. 

This jerkin offers superior protection for the wearer's torso. 

This armor bestows tremendous protection upon the wearer's torso. 

This armor bestows incredible protection upon a thief's torso, with a bonus to the Sneak skill. 

This armor bestows incredible protection upon the wearer's torso. 

This armor bestows superb protection upon the wearer's torso. 

This armor grants incredible protection to the wearer's torso. 

This robe bestows some protection upon the wearer's torso and provides some extra Holy skill. 

This robe bestows some protection upon the wearer's torso. 

This robe grants superior protection and may cast a Heal spell upon the wearer. 

This shirt offers very little protection for the wearer's torso. 

This armor bestows extraordinary protection upon the wearer's torso. 

This armor grants tremendous protection to a thief's torso, with a bonus to the Sneak skill. 

This armor grants extraordinary protection to the wearer's torso and enhances a spell caster's ability with Fire spells. 

This armor grants extraordinary protection to the wearer's torso. 

This armor grants tremendous protection to the wearer's torso, as well as added protection against piercing attacks. 

This armor bestows extraordinary protection upon the wearer's torso. 

This armor offers superior protection for the wearer's torso. 

This armor offers tremendous protection for the wearer's torso and enhances his Summoning skill, 

This armor bestows incredible protection upon the wearer's torso. 

This tunic grants good protection to the wearer's torso. 

This armor grants awesome protection to the wearer's torso. 
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Anti-Magus Ring 
Archer's Ring 
Berserker Ring 


Luminos Ring 
Onslaught Ring 


Pyrotechnic Ring 
Ring of Aggression 
Ring of Blessings 
Ring of Control 
Ring of Dexterity 
Ring of Electrus 
Ring of Expertise 
Ring of Flames 
Ring of Grounding 
Ring of Health 


f Ring of Invisibility 
Ring of Mastery 
Ring of Might 
Ring of Power 
Ring of Preservation 
I Ring of Proficiency 

l Ring of Protection 

Ring of Puissance 
Ring of Recovery 
Ring of Repulsion 
Ring of Shadows 



Special 

Description 


Resist Magic +5 

This ring increases the wearer's resistance to all harmful spells. 


Bow Weapons +1 

This ring improves the wearer's accuracy with bows. 

5000 

Axe Weapons +3, Blunt weapons +3 

This ring augments the wearer's skills with axes and blunt weapons. 


Resist Ice +5 

This ring boosts the wearer's resistance to Ice spells. 

pTTHW 

Speed +2, MaxAP +15 

This ring enhances both the wearer's attack speed and AP. 


o 

This ring creates a sphere of light around the wearer. 


Counter Attack +2, Critical Hit +2, Empower 

This ring greatly improves the wearer's Counter Attack and Critical Hit skills. 

FI7SB 

Resist Fire +5 

This ring increases the wearer's resistance to Fire spells. 

2500 

Fire +2 

This ring augments the wearer's ability with Fire spells. 

fjTTj . 

Counter Attack +1 , Critical Hit +1 

This ring increases the wearer's Counter Attack and Critical Hit skills. 


Holy +2 

This ring boosts the wearer's ability with Holy spells. 


Push +2, Kick +2, Trip +2 

This ring enhances the wearer's Push, Kick, and Trip skills. 


Dodge +2 

This ring improves the wearer's ability to dodge attacks. 


Energy +2 

This ring augments the wearer's ability with Energy spells. 


MaxAP +25 

This ring grants a large boost to the wearer's AP. 


Fire +1 

This ring enhances both Fire spell ability and resistance to Ice spells. 


Resist Energy +5 

This ring enhances the wearer's resistance to Energy spells. 


MaxHP +30 

This ring grants a moderate boost to the wearer's HP. 


Ice +1 

This ring enhances both Ice spell ability and resistance to Fire spells. 


Invisibility 

This ring grants the wearer the power of invisibility. 


MaxAP +40 

This ring gives a huge boost to the wearer's AP. 


MaxAP +10, MaxHP +30 

This ring grants a moderate boost to the wearer's AP and HP. 


MaxAP +40 

This ring gives a huge boost to the wearer's AP. 

50000 

Dodge +1, Parry +1, MaxHP +20 

This ring boosts the wearer's dodging, parrying, and HP. 


MaxAP +10 

This ring gives a moderate boost to the wearer's AP. 


Parry +2 

This ring increases the wearer's ability to parry attacks. 


MaxAP +25, MaxHP +50 

This ring gives a large boost to the wearer's AP and HP. 

iiilTlH' 

MaxHP +50 

This ring gives a large boost to the wearer's HP. 

50000 

Parry +3, Counter Attack +3 

This ring greatly improves the wearer's Parry and Counter Attack skills. 

10000 

Hide +1, Sneak +1 

This ring augments the wearer's Hide and Sneak abilities. 


Sword +1 , Axe +1 , Blunt +1 , Heavy +1 

This ring improves the wearer's weapon skills. 


Backstab +3 

This ring greatly improves the wearer's Backstab skill. 

mm ■ , 

Speed +2 

This ring augments the wearer's attack speed. 

■Him 

Energy +4 

This ring greatly boosts the wearer's ability with Energy spells. 

20000 

Speed +4 

This ring greatly increases the wearer's attack speed. 

EEiffl 

Speed +5, MaxHP +40, MaxAP +20 

This ring greatly enhances the wearer's Speed, AP, and HP. 


Dark +2 

This ring increases the wearer's ability with Dark spells. 

TTH - ‘ 

Pick Lock +3 

This ring enhances a thief's Pick Locks skill. 


Dodge +2, Parry +2 

This ring improves the wearer's Dodge and Parry skills. 


Sword Weapons +1 

This ring boosts the wearer's skill with swords. 


SUMMONING RINGS 

Name Special 

Ring of Darkness Dark +3 


Ring of Fire 


Fire +2, Resist Fire +3 


Ring of Forest Dodge +1, Parry +2 

Ring of Four Winds MaxAP+30 


Magic Resist +3 

Energy +2, Resist Energy +3 

MaxHP+40 

Ice +1 , Heal +1, Resist Ice +3 


Ring of Stone 
jr Ring of Water 


Description 

At the age of nine, you used this ring to summon the demon that destroyed Ciran. After the massacre of your friends and family, you threw this ring down a well and swore never to 
summon again. 

The ruby set in this ring was mined from the depths of Saanavarh, the 'Wise Mountain 1 where the Khosani built their last stronghold. By completing the Ordeal of the labyrinth, you 
acquired this ring of summoning. 

In the shrine of Liangshan you found this ring of summoning, carved from the sacred sunbringer tree. 

Little is known about this ring of summoning. For years, the priests of the Jade Temple have guarded it. In the legends of the Rhunari, the ring once belonged to Prince Kharig, the 4 
heroic 'Master of Lions.' 

You gained this ring of summoning in the Jade Temple, a shrine built by the First Emperor of Orenia to commemorate his victory in the Battle of Nine Sparrows. 

You found this ring of summoning in the tomb of Iona, deep in the catacombs below the Crypt of Kings. 

In the palace of Ikaemos, you reclaimed this ring of summoning from the Priest-King Armun, who wielded his power against the river god and destroyed his empire. 

A ghost named Ngaru gave you this ring of summoning in the caverns below Wolong. The ghost was an emissary from the Drowned City, destroyed long ago by the Emperor Teos. ^ 
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POTIONS 

NAME 

Recovery Draught 
Recovery Tonic 

Elixir of Recovery 
Healing Draught 

Health Tonic 

Healing Elixir 

Panacea of Life 
Cleansing Tonic 
Cleansing Elixir 
Invisibility Draught 
Tears of Usaman 
Drithen's Brew 
Tristan's Libation 

i! sas&e:?. 
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PRICE 

50 

100 

500 

100 

500 

1000 

5000 

400 

800 

500 

5000 

340 

400 

DESCRIPTION 

A potion that speeds recovery from damage. 

This potion greatly speeds recovery from damage. 

A potion that vastly speeds recovery from damage. 

This potion heals small amounts of damage. 

This potion heals moderate amounts of damage. 

This potion heals large amounts of damage. 

This potion heals huge amounts of damage. 

This potion provides some relief from any ailment, natural or magically induced. 

This potion provides much-needed relief from any ailment, natural or magically induced. 
This potion makes the user invisible for a short period of time. 

A powerful invisibility potion. 

This potion grants its drinker the ability to inflict extra damage. 

This potion provides the user with added protection against damage from attacks. 

SCROLLS 




Name 

Value 

Charge Effect 

Description 

Revive Scroll 

150 

Resurrect (1) 

A scroll inscribed with the Revive spell. 

Tome of Revive 

600 

Resurrect (5) 

A tome inscribed with copies of the Revive spell. 

Fire Arrow Rune 

25 

Fire Arrow (1) 

A rune charged with a weak Fire Arrow spell. 

Fire Arrow Tract 

100 

Fire Arrow (5) 

A weak form of Fire Arrow is inscribed. 

Fire Arrow Scroll 

50 

Fire Arrow (1) 

A scroll inscribed with Fire Arrow. 

Fire Arrow Book 

200 

Fire Arrow (5) 

A book with copies of Fire Arrow inscribed. 

Fire Arrow Tablet 

100 

Fire Arrow (1) 

A powerful form of Fire Arrow is inscribed. 

Fire Arrow Tome 

400 

Fire Arrow (5) 

A tome with copies of a powerful Fire Arrow inscribed. 

Icicle Rune 

25 

Icicle (1) 

A rune charged with a weak Icicle spell. 

Icicle Tract 

100 

Icicle (5) 

A weak form of Icicle is inscribed. 

Icicle Scroll 

50 

Icicle (1) 

A scroll inscribed with Icicle. 

Icicle Book 

200 

Icicle (5) 

A book with copies of Icicle inscribed. 

Icicle Tablet 

100 

Icicle (1) 

A powerful form of Icicle is inscribed. 

Icicle Tome 

400 

Icicle (5) 

A tome with copies of a powerful Icicle spell inscribed. 

Lightning Rune 

50 

Lightning (1) 

A rune charged with a minor bolt of Lightning. 

Lightning Tract 

200 

Lightning (5) 

This book contains a minor Lightning spell. 

Lightning Scroll 

75 

Lightning (1) 

A scroll inscribed with Lightning. 

Lightning Book 

300 

Lightning (5) 

A book with copies of the Lightning spell inscribed. 

Lightning Tablet 

150 

Lightning (1) 

A powerful Lightning spell is inscribed upon this tablet. 

Lightning Tome 

700 

Lightning (5) 

A book with powerful copies of Lightning inscribed. 

Inferno Scroll 

75 

Inferno (1) 

A scroll inscribed with Inferno. 

Meteor Scroll 

75 

Meteor (1) 

A scroll inscribed with Meteor Storm. 

Curse Scroll 

75 

Curse (1) 

A powerful Curse is inscribed upon this scroll. 

Ice Coffin Scroll 

75 

Ice Coffin (1) 

A scroll inscribed with Ice Coffin. 







[ NECKLACES 

yfj Name 

Value 

Protection 

Description 

f f Aeros Medallion 

100000 

Ice +3, Energy +3 

This enhances the wearer's ability with Ice and Energy spells. 

t f Anti-Magus Torque 

80000 

Magic Resist +3 

This medallion boosts the wearer's resistance to all harmful spells. 

4 | Archer's Medallion 

10000 

Bow Weapons +3 

This medallion greatly enhances the wearer's skill with bows. 

J I Bacite Medallion 

7500 

Holy +1 , Fire +1 

This item enhances the wearer's ability with Holy and Fire spells. 

Jj - Barbarian's Torque 

* t Battle Torque 

7500 

Axe Weapons +2 

This improves the wearer's skill with axes. 

300000 

MaxAP +30 MaxHP +60 

The Battle Torque greatly boosts the wearer's AP and HP. 

| f Berserker's Torque 

100000 

Sword Weapons +3, Heavy Weapons +3 

This medallion improves the wearer's skill with swords and heavy weapons. 

^ I Blessed Necklace 

2000 

Speed +1 

This necklace augments the wearer's attack speed. 

!; Collar of Dexterity 

7500 

Dodge +1, Parry +1 

This enhances the wearer's Dodge and Parry skills. 

% ) Collar of Health 

50000 

MaxHP +30 

This medallion greatly boosts the wearer's HP. 

ji Collar of Precision 

10000 

Critical Hit +2, Aimed Attack +2 

This item enhances the wearer's Critical Hit and Aimed Attack skills. 

h Elemental Necklace 

2500 

Fire +1, Ice +1 

This necklace improves the wearer's abilities with Fire and Ice spells. 

Farseeing Necklace 

7500 

Bow weapons +2 

This necklace improves the wearer's skill with bows. 

J| Fighter's Torque 

7500 

Sword Weapons +2 

This boosts the wearer's skill with swords. 

Hellfire Necklace 

100000 

Dark +3, Fire +3 

This enhances the wearer's ability with Dark and Fire spells. 

3 Medallion of Night 

2500 

Dark +1 , Energy +1 

This medallion boosts the wearer's abilities with Dark and Energy spells. 

5 Medallion of Power 

10000 

Push +4 

This medallion enhances the wearer's ability to push back foes. 

1} Medallion of Vigor 

80000 

MaxHP +60 

This medallion greatly boosts the wearer's HP. 

li Necklace of Anshu 

500000 

Regenerate 

This necklace enables the wearer to gradually recover lost HP. 

m i Necklace of Defense 

7500 

Dodge +1, Parry +1 

This augments the wearer's Dodge and Parry skills. 

Necklace of Stealth 

25000 

Sneak +2 

This boosts a thief's Hide and Sneak skills. 

1 Shadow Medallion 

100000 

Sneak +3, Hide +3 

This medallion augments a thief's Stealth skill. 

I Summoner's Torque 

50000 

Summon + 3 

This improves the wearer's Summoning ability. 

y i Swordsman's Torque 

10000 

Sword Weapons +3 

This torque augments the wearer's skill with swords. 

i\ L Thermal Medallion 

100000 

Fire + 3 

This medallion enhances the wearer's ability with Fire spells. 

r|fi Thief's Torque 

7500 

Sneak +2 

This torque enhances the wearer's Sneak skill. 

|| | Torque of Bashing 

7500 

Blunt Weapons +2 

This torque boosts the wearer's skill with blunt weapons. 

ii i Torque of Celerity 

7500 

Speed +2 

This item increases the wearer's attack speed. 

m I Torque of Haste 

10000 

Speed + 3 

This torque greatly enhances the wearer's Speed. 

Jy k Torque of Time 

25000 

Speed +2, Double Attack +2 

This increases the wearer's speed and rate of attack. 

n | Warding Necklace 

7500 

Magic +2 

This necklace boosts the wearer's resistance to spells. 


SHIELDS 

Name 

Blinding Buckler 
Buckler 

Decaying Bulwark 
Defender Heater 
Defender Kite Shield 
Defender Scutum 
Guardian Heater 
Guardian Kite Shield 
Guardian Scutum 
Heater Shield 
Kite Shield 
Round Shield 
Scutum Shield 


Value 

Speed 

Weight 

Protection 

For 

Special 

100 

1.05 

10 

10 

All 

Blind Chari 

100 

1.05 

10 

10 

All 


800 

0.83 

30 

14 

All 


5000 

0.91 

30 

18 

All 

Dodge +1 

50000 

0.91 

40 

22 

All 

Dodge +3 

10000 

0.91 

30 

20 

All 

Dodge +3 

5000 

0.91 

30 

18 

All 

Parry +1 

50000 

0.91 

40 

22 

All 

Parry +3 

10000 

0.91 

30 

20 

All 

Parry +2 

1000 

0.91 

30 

18 

All 


10000 

0.83 

40 

22 

All 


500 

1 

20 

15 

All 


5000 

1 

30 

20 

All 



Description 

This small shield grants very good protection against physical attacks. The shield has the power to blind opponent 
though its charges are limited. 

This small shield confers very little protection against physical attacks. 

This medium shield grants superb protection against physical attacks. 

This shield confers superb protection against physical attacks and enhances the user's Dodge skill. 

This shield armor grants superior protection against physical attacks and greatly enhances the user's Dodge skill. 
This shield grants superior protection against physical attacks and greatly enhances the user's Dodge skill. 

This shield offers superb protection against physical attacks and enhances the user's Parry skill. 

This shield gives superior protection against physical attacks and greatly enhances the user's Parry skill. 

This shield gives superior protection against physical attacks and enhances the user's Parry skill. 

This medium shield grants superb protection against physical attacks. 

This large shield offers superior protection against physical attacks. 

This small shield confers superb protection against physical attacks. 

This medium shield offers superior protection against physical attacks. 





WEAPONS 

1 Name 

Value 

Hands 

Damage 

Speed 

Weight 

Damage Type 

Special 

| 100-Fold Katana 

500000 

2 

75 

1 

70 

Slashing 


* Assassin's Crossbow 

r 

50000 

2 

30 

0.5 

30 

Piercing 

Death 

Bastard Sword 

200 

2 

45 

0.67 

0 

Slashing 


Battleaxe 

500 

2 

50 

1.431 

30 

Slashing 


Bone Sword 

20 

1 

40 

1 

15 

Slashing 


Bow of Lynnai 

100000 

2 

40 

1 

0 

Piercing 

Fire 

Bow of Piercing 

50000 

2 

40 

1.43 

0 

Piercing 

Energy 

Breaching Claymore 

500000 

2 

100 

0.42 

100 

Slashing 


Claymore 

5000 

2 

50 

0.67 

30 

Piercing 


Club 

50 

1 

25 

0.835 

0 

Blunt 


Crossbow 

1000 

2 

45 

0.67 

0 

Piercing 


Dagger 

50 

1 

25 

1.33 

0 

Piercing 


Deadly Katana 

20 

2 

30 

1 

60 

Slashing 

Death Charge 

Debasser 

50000 

1 

55 

1 

60 

Blunt 


Decapitator 

500000 

2 

80 

1 

80 

Slashing 


Devastator 

500000 

2 

70 

0.67 

60 

Slashing 

Firearrow Charge 

1 Dirk 

1000 

1 

35 

1.33 

0 

Piercing 


1 Dreadblade 

500000 

2 

80 

0.67 

80 

Slashing 

Paralyze Charge (10) 

j Drithen Sword 

500000 

2 

90 

0.67 

90 

Slashing 

Fire 

f Eversharp Katana 

80000 

2 

70 

1 

60 

Slashing 


| Falchion 

200 

1 

39 

1.05 

0 

Piercing 


i Fangsickle 

20 

1 

75 

1 

20 

Slashing 


j Farslayer Bow 

500000 

2 

50 

1 

0 

Piercing 

Critical Hit +3 

5 Fellstaff 

5000 

2 

60 

0.6 

0 

Blunt 


Fiery Falchion 

200 

1 

37 

1.05 

0 

Piercing 

Fire Charge 

Fine Bladed Katana 

5000 

2 

55 

0.835 

10 

Slashing 


Fine Katana 

1000 

2 

55 

0.9 

30 

Slashing 


Flanged Mace 

10000 

2 

50 

1 

30 

Slashing 


Foecleaver 

100000 

2 

70 

1.431 

60 

Slashing 


Frozen Club 

150 

1 

25 

0.835 

0 

Blunt 

Freeze Charge (10) 

Ghork Smashor 

500000 

2 

60 

1.3 

70 

Blunt 


j Gutting Dirk 

50000 

1 

40 

1.33 

0 

Piercing 

Critical Hit +2 

| Halberd 

1000 

2 

65 

0.67 

20 

Slashing 


| Hardwood Staff 

1000 

2 

35 

1 

0 

Blunt 


| Heavy Battleaxe 

10000 

2 

75 

1.431 

70 

Slashing 


Heavy Crossbow 

200000 

2 

70 

0.5 

30 

Piercing 


Heavy War Axe 

5000 

2 

60 

1.431 

40 

Slashing 


High Quality Knife 

5000 

1 

40 

1.33 

0 

Piercing 

Energy 

Icy Dagger 

5000 

1 

30 

1.33 

0 

Piercing 

Icicle Charge 

Impaler 

50000 

1 

55 

1 

50 

Blunt 


Ionian Bone Cleaver 

500000 

1 

55 

1 

40 

Slashing 

Bless Charge )10) 

Iron Bow 

500 

2 

40 

1 

30 

Piercing 


Ironwood Staff 

10000 

2 

50 

0.835 

0 

Blunt 


i Katana 

3000 

2 

55 

1 

0 

Slashing 


Katana of Skill 

10000 

2 

55 

1 

30 

Slashing 


Katar 

10000 

1 

45 

1.33 

0 

Piercing 

Critical Hit +2 


Description 

This weapon causes huge amounts of damage to foes. 

Quarrels fired from this bow inflict small amounts of damage. Each quarrel has a chance of instantly killing 
its target. 

This two-handed sword inflicts moderate damage upon foes. 

This two-handed axe inflicts significant damage upon foes. 

This weapon causes small amounts of damage to foes. 

This bow inflicts moderate damage and may cast Fire Arrow spells against its target. This weapon is 
effective against opponents vulnerable to fire attacks. 

Arrows fired from this bow cause moderate damage to foes. Effective against opponents vulnerable to 
energy attacks. 

This two-handed sword causes incredible amounts of damage to foes. 

This massive sword inflicts significant damage upon foes. 

This wooden club causes minimal damage to foes. 

Quarrels fired from this bow inflict moderate damage upon foes. 

This dagger inflicts moderate damage upon foes. 

This weapon inflicts only small amounts of damage. With each blow, there is a chance the blade may 
instantly kill its target. 

This large mace inflicts moderate damage upon foes. 

This weapon inflicts massive amounts of damage upon foes. 

This weapon causes huge amounts of damage and may cast a Fire Arrow against its target. Effective 
against opponents vulnerable to fire attacks. 

This dagger inflicts only small amounts of damage upon foes. 

This two-handed sword causes massive amounts of damage and may paralyze its target. 

This two-handed sword causes vast amounts of damage to foes. Effective against opponents vulnerable to 
fire attacks. 

This weapon causes huge amounts of damage to foes. 

This weapon causes small amounts of damage to foes. 

This weapon causes huge amounts of damage to foes. 

This bow causes significant damage and improves the archer's Critical Hit skill. 

This staff inflicts moderate damage upon foes. 

This weapon inflicts small amounts of damage and may cast a Fireball against its target. Effective against 
opponents vulnerable to fire attacks. 

This weapon inflicts significant damage upon foes. 

This weapon inflicts significant damage upon foes. 

This mace inflicts significant damage upon foes. 

This two-handed axe inflicts huge amounts of damage upon foes. 

This wooden club causes minimal damage to foes. This weapon has the power to Freeze enemies, though 
its charges are limited. Effective against opponents vulnerable to ice attacks. 

This weapon causes large amounts of damage to foes. 

This dagger causes moderate damage to foes. 

This polearm weapon inflicts significant damage upon foes. 

This staff inflicts small amounts of damage upon foes. 

This two-handed axe causes huge amounts of damage to foes. 

Quarrels fired from this bow inflict huge amounts of damage upon foes. 

This two-handed axe inflicts large amounts of damage upon foes. 

This dagger causes moderate damage to foes. Effective against opponents vulnerable to energy attacks. 
This dagger inflicts small amounts of damage and may cast an Icicle spell against its target. Effective 
against opponents vulnerable to ice attacks. 

This huge mace inflicts significant damage upon foes. 

This weapon inflicts significant damage and may cast a Bless spell upon its user. 

Arrows fired from this bow cause small amounts of damage to foes. 

This staff causes moderate damage to foes. 

This weapon causes significant damage to foes. 

This weapon causes significant damage to foes. 

This fast dagger causes small amounts of damage and may poison its target. The weapon improves the 
wielder's Critical Hit skill. 
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T. I Kishin Impaler 
jij Logaros Longsword 

4 j Long Bow 

y~ LongSword 
\ Medevan Battleaxe 
** Medevan Hatchet 
* Medevan War Axe 
| Naginata 
I Nagitana 
Nodachi 

I Orenian Sabre 
f Parrying Dagger 
*t Pole Axe 
| Precise Falchion 
J Quarterstaff 
Razor Katana 
•I Razor Shortsword 
HI Reaver Katana 
]; j Reflex Bow 
'A * Reinforced Bow 
Rending Shortsword 

I* ? Sabre 
| j Sabre Halberd 

1 \ Scythian Bow 


Sharp Dagger 
Short Bow 
ShortSword 
Siege Bow 
Sledgehammer 
Sornehan Dagger 
Spiked Mace 
Spineslicer 


Spinesplitter 

Staff 

Standoff Bow 









UnElttl 

3000 

1 

55 

mk 

1 

40 

Piercing 


100000 

2 

75 

0.91 

50 

Slashing 


10000 

2 

50 

0.83 

0 

Piercing 


1000 

1 

50 

1 

30 

Slashing 


1000 

2 

55 

1.431 

20 

Slashing 


5000 

1 

60 

0.83 

20 

Slashing 


300 

1 

45 

0.83 

0 

Slashing 


100000 

2 

70 

0.63 

70 

Slashing 

Curse Charge (10) 

50000 

2 

55 

1.431 

0 

Slashing 


50000 

2 

70 

0.67 

80 

Slashing 

Ice Coffin Charge 

3000 

1 

55 

1 

30 

Slashing 


5000 

1 

35 

1.33 

0 

Piercing 

Parry +3 

5000 

2 

65 

0.53 

30 

Slashing 


500 

1 

39 

0.835 

0 

Piercing 

Aimed Attack +1 

500 

2 

40 

0.67 

0 

Blunt 


50000 

2 

65 

1 

50 

Slashing 


7000 

1 

55 

1 

30 

Slashing 


500000 

2 

60 

1 

60 

Slashing 

Poison Charge 

1000 

2 

30 

1.43 

0 

Piercing 


1000 

2 

40 

1 

10 

Piercing 


100000 

1 

50 

0.9 

30 

Slashing 


5000 

1 

55 

0.835 

10 

Piercing 


10000 

2 

85 

0.53 

60 

Slashing 


100000 

2 

40 

1 

0 

Piercing 

Icicle 

500 

1 

30 

1.33 

0 

Piercing 


100 

2 

30 

0.835 

0 

Piercing 


100 

1 

35 

1 

0 

Slashing 


5000 

2 

40 

0.835 

0 

Piercing 


1000 

2 

45 

1.3 

40 

Blunt 


20 

1 

50 

1.33 

0 

Piercing 


5000 

2 

50 

1 

40 

Slashing 


50000 

2 

65 

1.431 

50 

Slashing 


5000 

1 

30 

1 

0 

Piercing 

Backstab +3 

100 

2 

25 

0.67 

0 

Blunt 


350 

2 

30 

0.835 

0 

Piercing 

Pushback 




Sword of Maiming 

10000 

2 

50 

0.67 

Sword of Spirits 

5000 

1 

45 

0.9 

Sword of Summoners 

500000 

2 

150 

1 

Thunder Nagitana 

500000 

2 

70 

0.67 

Vengeful Katana 

500000 

2 

60 

1 

Wakasashi 

500 

1 

40 

0.9 

War Axe 

100 

1 

40 

0.83 

War Club 

500 

1 

30 

0.835 

Warhammer 

100000 

2 

65 

0.5 

Well-Honed Katana 

10000 

1 

60 

1 

Winterlong 

20 

2 

90 

0.67 

Woodsman's Axe 

500 

1 

50 

0.83 

Worn Katana 

20 

2 

25 

0.63 

Yari 

50000 

2 

75 

0.53 

Vptm Rntw 

50 

2 

35 

1 


1 90 Slashing 


0.67 0 Slashing 


60 Slashing 


40 Slashing 


This weapon causes significant damage to foes. \] 

Tur Hassen is the ancestral blade of the lords of Logaros. This weapon inflicts huge amounts of damage j 

upon foes. |l 

Arrows fired from this bow cause significant damage to foes. 

This weapon causes significant damage to foes. 

This two-handed axe causes significant damage to foes. 

This one-handed axe inflicts large amounts of damage upon foes. J 

This one-handed axe inflicts moderate damage upon foes. 

rse Charge (1 0) This polearm weapon causes huge amounts of damage and may cast a Curse against its target. «p 

This weapon inflicts significant damage upon foes. . A 

i Q 0 ffin charge This two-handed sword inflicts huge amounts of damage and may cast an Ice Coffin spell against its target. * 

This weapon inflicts significant damage upon foes. ? 

rr y + 3 This dagger causes only small amounts of damage to foes, but it improves the user s Parry skill. 

This polearm weapon inflicts large amounts of damage upon foes, 
med Attack +1 This weapon inflicts small amounts of damage upon foes and improves your Aimed Attack skill. 

This staff causes small amounts of damage to foes. 

This weapon inflicts large amounts of damage upon foes. 

This weapon causes significant damage to foes. 

)ison Charge This weapon causes large amounts of damage and may poison its target. 

Arrows fired from this bow inflict small amounts of damage upon foes. 

Arrows fired from this bow cause moderate damage to foes. 

This weapon causes significant damage to foes. 

This weapon causes significant damage to foes. 

This polearm weapon causes large amounts of damage to foes. 

:icie This bow inflicts moderate damage and may cast Icicle spells against its target This weapon is effective 

against opponents vulnerable to ice attacks. 

This dagger inflicts only minimal amounts of damage upon foes. 

Arrows fired from this bow cause small amounts of damage to foes. 

This weapon causes small amounts of damage to foes. 

Arrows fired from this bow cause moderate damage to foes. 

This massive hammer inflicts moderate damage upon foes. 

This sharp dagger inflicts significant damage upon foes. 

This spiked mace causes significant damage to foes. 

This two-handed axe causes large amounts of damage to foes. Effective against opponents vulnerable to 
ice attacks 

Backstab +3 This dagger inflicts small amounts of damage and improves the wielder's Backstab skill. 

This weapon inflicts minimal damage upon foes. 

Pushback Arrows fired from this bow cause small amounts of damage to foes. Each arrow has a chance of pushing 

back its target. 

Empower Charge (10) This weapon inflicts significant damage and may cast an Empower spell upon its user. 

Firearrow Charge (10) This magical weapon causes serious damage and may cast a Fire Arrow against its target. Effective against 
opponents vulnerable to fire attacks. 

This two-handed sword can be wielded only by Summoners. Machival used this blade in his attempt to 
destroy you. 

Lightning Charge (10) This weapon causes significant damage and may cast lightning bolts against its target. Effecbve against 
opponents vulnerable to energy attacks. 

Curse Charge This weapon inflicts large amounts of damage and may cast a Curse against its target. 

This weapon inflicts moderate damage upon foes. 

This one-handed axe causes moderate damage to foes. 

This large club inflicts small amounts of damage upon foes. 

This massive hammer causes large amounts of damage to foes. 

This weapon causes large amounts of damage to foes. 

i ce This two-handed sword inflicts vast amounts of damage upon foes. Effective against opponents vulnerable 

to ice attacks. 

This one-handed axe causes significant damage to foes. 

This well-used sword inflicts only small amounts of damage upon foes. 

This polearm weapon causes huge amounts of damage to foes. 

Arrows fired from this bow inflict small amounts of damage upon foes. ,< 
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SPELLS 


AP COST 


SKILL POINTS REQUIRED HIT CHANCE 

1 100 % 

2 100 % 

4 100 % 

6 100 % 

8 100 % 

10 100 % 


NAME 

Heal 

Cure 

Regenerate 

Resurrect 

Vitalize 

Revive 


Light 
Lightning 
Empower 
Power Leech 


Fire Arrow 
Fireball 
Meteor Storm 
Wall of Fire 
Inferno 


Icicle 
Ice Sleep 
Freeze 
Blizzard 
Ice Coffin 


Available to Wraith only 






Bacite Shaman 
Barbarian Fighter 


Vulnerable 

Standard 

Standard 

Standard 

Strengthen 

Strong 

Strong 

Standard 

Weak 

Weak 

Standard 

Standard 

Strong 

Vulnerable 

Vulnerable 

Standard 

Standard 


Vulnerable 

Weak 

Weak 

Weak 

Vulnerable 

Weak 

Vulnerable 

Weak 

Strong 

Strong 

Standard 

Strengthen 

Vulnerable 

Strong 

Strong 

Standard 

Standard 


Vulnerable 

Invulnerable 

Invulnerable 

Invulnerable 

Vulnerable 

Weak 

Vulnerable 

Weak 

Strong 

Strong 

Standard 

Weak 

Vulnerable 

Invulnerable 

Invulnerable 

Standard 

Standard 


Black Knight 
Blue Imp 
Blue Minotaur 
; Blue Oni Male 
Bone King 
Bone Knight 
Bone Mage 
1 Bone Servent 
j Brass Golem 
Broken Brass Golem 
Brown Bacite 
Burning Bone Knight 
Carados 

I Cave Guardian 
f Crystal Rokhul 
| Elite Samurai 
t Evil Joseph 


Weak 

Weak 

Vulnerable 

Vulnerable 

Standard 

Standard 

Standard 

Standard 

Vulnerable 

Standard 

Standard 


Invulnerable Standard 

Weak Standard 

Invulnerable Invulnerable 


Weak 

Strengthen 

Invulnerable 


Fire Salamanka 
Frozen Bone Knight 
Galienne 


Vulnerable 

Vulnerable 


Standard 

Strong 

Standard 

Vulnerable 


Standard 

Strong 

Standard 

Vulnerable 


Standard 

Strong 

Standard 

Invulnerable 


Ikaemos Priest King 
Jade Golem 
Khosani Warrior 
Lich 


Weak 

Weak 

Vulnerable 

Standard 

Standard 

Standard 

Strong 

Standard 


Strengthen 

Invulnerable 

Invulnerable 

Standard 

Standard 

Standard 

Strong 

Standard 


Red Bacite 
Red Oni Female 
Red Rokhul 
Serpent Rider 
Sornehan Knight 
Sornehan 
Steel Golem 
Stone Statue 


Standard Vulnerable 

Invulnerable Vulnerable 


Standard 

Vulnerable 


Invulnerable 


Invulnerable 

Invulnerable 

Invulnerable 

Vulnerable 

Invulnerable 

Strong 

Weak 

Invulnerable 

Invulnerable 


Vulnerable 

Standard 

btanaara 

Standard 

Vulnerable 

Standard 

Strona 

Strong 

Vulnerable 














Act i = beginning of game to Death of Car-ados 
Act 2 = After Death of CaraJos to Defeat of Tiger Rider 
Act 3 = Tower of Eleh to Jade Temple and Death of Arturo J 
Act 4 = Death of Arturod to end of game 


RAGNELL’S ROWERS — ACT 1 & 2 (before acquiring 

the fourth ring) 

1) Speak to Ragneli in Lenele Outskirts in the tooth near the 


DURBAN'S LUCKY CHARM 


Steps 1-7 are in ACT I and ACT 2 before acquiring the 
fourth ring. 

1) Talk to Durgan the sailor by the ship in Lenele Outskirts. 

2) Talk to Ivas the Gambler in Lenele Old City. 

3) Talk to Gebbm the Pawnbroker in Lenele Old City near the prison. 

4) Talk to Abilo the Merchant in Lenele Marketplace near the main bridge in the open bazaar 
area. 

5) Talk to Goodwife Dama in Lenele Marketplace after the mam bridge on the right side after 
the store fronts. 

6) Talk to Torras the Jeweler in Lenele Crown District in front of the store on the right side of 
the stables. 

7) Talk to Humbus the rat catcher in Lenele Crown District in front of the stables. 

d) Talk to Chengdai in the slave pit in the Towe'* of Eleh (ACT 3). 

9) Talk to Likai the Soldier in Wolong in front of the square. 

10) Talk to Durgan in Lenele Outskirts by the ship in ACT 3. 


2) Get into random encounter outside Lenele until you find Zane. 

3) Talk to Zane and get his bow. 

4) Talk to Ragneli in Lenele Outskirts. 


CERVALS GAME — act i 

1) Talk to Mercer the Tailor in Lenele Marketplace after mam bridge in 
front of a store on the left side. 

2) Talk to Cerval in Lenele Sewers near sewer exit to Lenele Old City. 

3) Eliminate Cerval and get clothes. 

4) Talk to Mercer the Tailor in Lenele Marketplace. 

THE SALT SMUGGLERS— act i 

1) Speak to Pedrog in Lenele Old City ACT I. 

2) Collect Chunk of Salt in Lenele Sewers near crates in blue floor area. 

3) Speak to Pedrog in Old City. 

THE INFESTATION— act i 

1) Speak to Merden in Lenele Old City. 

2) Defeat Sacites and collect their tails. 

3) Return tails to Merden to collect bounty at anytime before collecting the 
fourth ring. 


1) Talk to Wid in Iona on the left side of the main Library. 

2) Enter the Iona Catacombs and follow the left path down. 

3) Once you cross the first bone bridge, the axe will be there in a b^own bag. 

4) Talk to Wid in Iona. 

TATHAL THE WANDERER- ACT 1 & 3 

1) Talk to Sister ftilan in Iona near the stairs to the top level (ACT I). 

2) Talk to Tathal the Wanderer in a Desert Day Random Encounter in ACT 3. 

SHARDS OF THE GHMAADi — ACT l & 2 (before acquiring the fourth ring) 

1) Talk to Varyssa in Lenele Old City near the prison. 

2) Find the green shard in the Lenele Sewers after opening gates A2 and A3 the shard is in one 
of the rooms that was closed before the gates were opened. 

3) Find the red shard in Iona Catacombs near the blue torch at the end of the right path. 

4) Find the blue shard in the Temple of Urath near the stairs when heading left after the front 


THE AMULET OF PRINCE YON 

.) Get Fli 


lece in your party by going to Lenele Palace, ACT J. 

2) Go through the Lenele Sewers until you reach the A^uaducts. 

3) Fight the sewer boss* 

4) Enter Lenele Palace through the basement. 

5) Get to the third floor of the palace. 

6) Upon reaching the third floor, go left and then straight until you reach the 
end of the hall. 

7) Have Fiece pick the lock of the last door on the right. 

it) In the room you will find the amulet. 

9) Exit the room, go left, make a left at the first intersection and enter the 
first room on the right. 

JO) Watch the cut scene and enter the room to get Yago’s key. 

JJ) Exit the room, go left until the end of the hall, go left again and go into the 
room on the right. 

J 2) Talk to Yago. 

13) Exit the Palace. 

14) Go to Lenele Outskirts and speak with Drego, located near to weapons 
dealer. 


b) Talk to Varyssa in Lenele Old City. 

NOVICE SAMA 


ACT I or beginning of ACT 2 
J) Speak to brother Eamon in Iona Monastery — bottom level. 

2) Speak to Novice Sama in Iona Monastery — upper left level. 

3) Speak to brother Morhan in Iona Monastery — upper level Great Library'. 

4) Speak to Novice Sama — upper left level. 

TORVA’S MAGIC LUTE— act J & 2 

J) Anytime before acquiring the fourth summoning ring, get into a random encounter — forest 
night — there will be a fire imp in front of you at level start. 

2) Collect Torva's Lute in level. 

3) At beginning of ACT 2, go to Lenele Marketplace and speak with Torva — near* bridge to 
Crown District. 

4) If you don't already have Tova’s Lute, go get it from random encounter* — forest night — and 
return it to Torva. 

THE SWORD OF JARL — ACT I & 2 (before acquiring the fourth ring) 

J) Speak to Jarl in Lenele Marketplace after mam bridge on right side in front of store. 

2) Get into random encounter outside Lenele until you find Lord Korel. 

3) Seat Lord Korel and take his sword. 

4) Speak to Jarl in the Lenele Marketplace. 


MIALA THE IOMANI — ACT i & 2 (before you acquire the 4th ring) 

J) Speak to sister* Miala in Iona, located on the outer wall. 

2) Speak to Amas the Theologian in the Temple of Urath, located in the corridor 

3) Speak with Sister Miala in Iona again. 

QELAH THE MUTH AVI — act 1 & 2 

J) Talk to sister Quelah in Iona, located on the outer wall. 

2) Get Jekhar in your party and talk to Muthavi Captain on the docks in Lenele 
Outskirts. 
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3) Go to Iona and speak with Sister Uio, located on the outer 

wall 

THE SEGGAR’S EYES— ACT 1 

1) Speak to the beggar in Lenele Old City in ACT 1. 

2) Speak to Apothecary in Old City. 

3) Complete the Salamanka's Tongue ^uest. 

4) Speak to the beggar again. 

THE SALAMANCA'S TONGUE— ACT l 

1) Speak to the beggar in Lenele Old City, to start the beggar's eyes 
^juest. 

2) Speak with the Apothecary in Old City. 

3) Exit Lenele and find the salamanka in a random encounter, while on the 
World Map. 

4) Defeat Salamanka and collect the tongue. 

b) Return the tongue to the Apothecary in old city. 

THE RAG DOLL— act 1 

1) Speak with the weeping butcher in Lenele Old City, before collecting the 
fourth ring. 

2) Find the doll in the sewers, in the ftacite camp teepee. 

3) Speak with weeping butcher in Lenele Old City again. 

CRAZY IVEN — act l 

1) Talk to Crazy Iven, located in Lenele Outskirts near the hanging fish. 

2) Examine the large fish near Crazy Iven and find the Fiery Falchion. 

IWORO’S HEIRLOOM — ACT 1 & 2 (before acquiring the 4th ring) 

1) Speak to Pomporo in the Lenele Crown District, located at the last building at 
the back of the right side of the main path to the Palace. 

2) Speak to Cordelia, located on the other side of the building. 

3) Speak to chambermaid, located around the building. 

4) Find the ring in Lenele sewers in the waterfall room. 


5) Talk to Pomporo in Lenele Crown District. 


THE SEEDS OF AAHUR — ACT 1 & 2 (before acquiring the 4th ring) 

1) Speak to deelon, located in Lenele Outskirts, next to the wall. 

2) Speak to Elarh the Merchant, located in Khosani City on the 1st level of the 1st 
Temple on the right side. 

THE ENCYCLOPEDIA OF HERESIES #2d-ACT l 

1) Speak to Zefnat the scholar in the Lenele crown district. 

2) Speak to ftibrus the bookseller to get volume 2d. 

3) Go to the small library in Iona and examine bookcases to find volume 67. 

4) Speak to Zefnat the scholar in Lenele crown district. 

ABIK’S SWORD- ACT l 

1) Speak to Aesik in Masad, located crawling on the ground . 

2) Speak to Earis in the Lenele Marketplace, located after the main bridge on the 
right. 

FREE JINYAN- ACT 1 

1) Speak to Aravind in Lenele Old City, near the burnt house. 

2) Speak to Gorbus the Guard in Lenele Old City, at the keep. 

3) Speak to Aravind. 

4) Speak to Dagis the forger in Lenele old city. 

5) Speak to Gorbus the Guard and bribe him. 

6) Speak to Aravind. 



TOME OF GAHNIS— ACT 2 &4 

1) Speak to monk in Iona Monastery before completing ACT 2. He is located on the 
outer wall of the second level. 

2) Speak to lodir the Heretic in Iona Monestary in ACT 4 on the upper level 
on the left. 

DEATH -ACT 2 

1) Speak to Ahlang in ACT 2 Orenia in a random encounter. 

2) Speak to Death the cat in ACT 3 Orenia in a random encounter. 

3) Speak to Ruidu the Fisherman in Wolong near the docks. 

4) Speak to guardian of the shrine in Liangshan Forest — must be done after 
collecting Ring of the Forest and re-entering level. 

5) Give bark to death and Ahlang in their random encounters. 

THE GHOST OF IKAEMOS— ACT 2 

1) Speak to the ghost Munorus in Ikaemos Palace. 

2) Exit Ikaemos palace, go left, left at the end of the wall and go up until you can’t go 
any further. 

3) In the right corner is the necklace. 

4) Speak to Munorus in Ikaemos Palace. 

LORD CHAMSERLAIN’S MEN — ACT 2 (before acquiring the fourth ring) 

1) Speak to Tovel near the outdoor theatre in Lenele Crown District. 

2) Speak to Lord Chamberlain on the first floor in the main hall of Lenele Palace. 

3) Speak to Krys the Lantern-maker in Lenele Marketplace. 

4) Collect 6 drams of gargoyle blood in Ikaemos Swamp by killing gargoyles. 

5) Speak to Krys the Lantern-maker in Lenele Marketplace. 

6) Speak to Lord Chamberlain in Lenele Palace. 

7) Speak to Torvel in Lenele Crown District. 

SECRETS OF THE DAKHAMM— Act 2 & 4 

1) Talk to llaru in Saanavarh — Act 2. 

2) Get the ftlank Parchment in Liangshan. 

3) Talk to llaru in Act 4. 

4) Get the Dakhanim Mirror from Iona . 

5) Talk to llaru. 

6) Get the Skull, Heart, and Gallbladder from random iceland encounters. 

7) Talk to llaru. 

TOME OF THE NHUVASARIM —ACT 2, 3 & 4 

1) Speak to llaru the Priestess in Khosani ACT 2. 

2) Collect tome in Jade Temple ACT 3. 

2) Collect page 1 in Lenele Palace ACT 3. 

3) Collect page 3 in Ikaemos Swamp near palace ACT 4. 

4) Collect page 2 in Iona Monastery in minor library ACT 4. 

5) Collect Page 6 in Lenele City near theater area ACT 4. 

6) Collect page 4 in Lenele Sewers in waterfall room ACT 4. 

7) Collect page 5 by completing Haenul ^uest. 
d) Identify all pages. 

9) Purchase page 7 in random encounter. 

10) Collect page d from Mortakanas the Lich in random encounter. 

11) FindGesualdo in random encounter. 

12) Defeat the Four Riders. 

ELODACH THE INITIATE- ACT 2 

1) Speak with Jerve the Elder, in the Temple of Urath. 

2) Speak with Madog the beggar, in Lenele Marketplace. 

3) Go back and forth between Jerve and Madog until Madog tells you that Elodach 
is gone. 

4) Collect the Feather of Urath in the Iona Monestary, the upper level on the left. 

5) Return the Feather to Jerve the Elder. 
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THE FATE OF RHUKHA- ACT 2, 3, & 4 

1) Speak to the Keeper of Lore, in Khosani village in ACT 2. 

2) Speak to Tiandi’s ghost in the Wolong Caverns ACT 3, in the maze of caverns. 

3) Collect Khosani Sword in the Wolong Caverns in ACT 3. 

4) Collect the Khosani Helm in Liangshan Forest ACT 3, near the spike pit. 

5) Speak to the Keeper of Lore in ACT 4 after defeating Pyrul. 

LOGORO’S LQNGSWORD— ACT 2 

1) Talk to Logoros in Lenele nighttime marketplace . 

2) Kill Sir Horum. 

3) Return to Logoros to get sword. 


NANDI THE GATHERER- act 3^ 

») Speak to Nandi in Wolong Village ACT 3 — exit the village after defeating Pinjyan and re- 
enter the level. 

2) Collect the sparrow's egg in random encounter with Rhokuls. 

3) Speak to Nandi. 

4) Collect Ghimaadi' s Cloak in random encounter with Onis. 

5) Speak to Nandi. 

6) Collect Sane’s kiss in Liangshan Forest near houses after crossing the first bridge. 

7) Speak with Nandi. 

THE EMPEROR'S DRAGON SCALES - ACT 3 

]) Receive the Green Dragon scale fromXueli in the slave pit in the Tower of Eleh (ACT 3). 

2) Receive the Red Dragon scale in Wolong caverns near altar (ACT 3). 

3) Receive the Slue Dragon scale from Tatha! the wanderer when you give him the Nahul Scroll 
during a Desert Day random encounter. (ACT 3) (which you get from Sister Silan at Iona in 
ACT I or 2). 

4) Receive the Grey Dragon scale in Liangshan Forest. (After crossing the first wooden bridge, 
go all the way to the north and the scale should te found) (ACT 3). 

5) After defeating Emperor Murod at the Jade Temple, walk out to the courtyard and talk to 
Gongji. 

You do not need all the scales to complete the ^uest. Just J, at least. 

THE STATUE OF GAODI II— ACT 3 

1) Defeat Pinjyan in Wolong, get Jekhar tack in the party and exit and re-enter Wolong. 

2) Talk to Cashi the Sculptor in Wolong near the town square. 

3) Find the head in the hills on the left side of Wolong on the World Map. 

4) Find the left leg in Wolong Caverns near the houses. 

5) Find the right leg in Wolong Caverns near the river. 

6) Find the left arm in Liangshan Forest near the tents. 

7) Find the right arm in Liangshan Forest near the crater, 
d) Talk to Cashi the Sculptor in Wolong. 

LONGYUE’SHAT-ACT3 

J) Defeat Pinjyan in Wolong Day, get Jekhar back in your party and go to the World Map. 

2) Re enter Wolong. 

3) Talk to Longyue, located in the backyard of the last house, northwest from the beginning of 
the level. 

4) Go to Liangshan Forest. 

b) Walk past the second wooden bridge, where you fight the Serpent and Phoenix Riders, and 
go south until you find the hat in a corner. 

6) Return to Wolong and talk to Longyue. 

THE OHMEDIIOSI — ACT 3 & 4 

}) Collect the Tablet\Map in the Jade Temple ACT 3. 

2) Collect Umaki! Carving in Lenele Palace ACT 3. 

3) Speak to Kiva the Priestess in the Khosani ACT 4. 

4) Collect the Dehilos Carving in Lenele Sewers ACT 4. 

b) Collect the Muhul Carving in Ikaemos Swamps in ACT 4. 

6) Speak with Kiva in Khosani. 


ADESLANl — act 3 

J) Speak to Adeslani in the Crown District after acquiring the 4th If*"*" 
ring. 

2) Follow Adelani to her brother's house. 

3) Speak to AJelani. 

THE KING OFTALAS-ACT4 

1) Speak with King of Talas in random encounter ACT 4. 

2) Speak to Uligo the Artisan in Khosani — minor temple. 

3) Speak to King of Talas in random encounter. 

4) Defeat Demons of Light and Stone. 

5) Speak to King of Talas in Khosani near the minor temple. 

CRONE— ACT 4 

] ) Defeat Demons of light and stone in ACT 4. 

2) Go to Khosani and speak with Elio ma the Priestess on the temple. 

3) Find Crone in random encounter and speak with her. 

4) Return to the Khosani and speak with tlioma. 

5) Collect stone rose in Ikaemos Swamp palace near the fountain on the lower 
level. 

6) Return stone rose to Crone in random encounter. 

7) Speak to Elioma. 

THE HUNTING HORN OF VADAGHAR- ACT4 ^ 

]) Speak to Saato the Priestess in the city of Khosani — ACT 4. 

2) Collect Horn of Vadagar in Lenele Sewers in teepee in old ftacite camp. 

3) Return the Horn to Saato the Priestess. 

HAENUl & THE GEMSTONE OF ERAEKOR- ACT 4 

]) Defeat Pyrul in Khosani Labyrinth. 

2) Speak to Athodi the Priestess in city of Khosani top of temple. 

3) Exit the Khosani and get into random encounter — ice day— there will te 
Khosani heretics throughout the level. 

4) Go to the tase of mountain and find Haenul in the random encounter. 

5) Defeat Haenul and collect Eraekor Gemstone. 

6) Return to Khosani and speak to Athodi the Priestess. 

LULEVA— ACT 4 

"!) Speak to Athana of Sidaeh in the city of Khosani, near the Labyrinth entrance, 
after getting the second Ring of Darkness in ACT 4. 

2) Speak to Luleva in Lenele City, located near the stage. 

3) Speak to Luleva in the City of Khosani. 

THE SEEDS OF AAHUR, PART 2 — act 4 

1) You must complete the Aahur seeds i mini-«uest for this ^uest to te active. 

2) Speak to Elarh the merchant in ACT 4, on the Minor Temple lower level. 

3) Go to Lenele City and speak to Pyrtin, in the area that was the Lenele 
Outskirts. 

4) Get the Dust of Aahur in the Iona Monestary, in building on the second floor. 

5) Return to Khosani and speak with Seelon. 

THE FAMILY TRADITION— ACT 4 

]) Defeat Pinjyan in Wolong Day, get Jekhar back in your party and go to the 
World Map. 

2) Re enter Wolong. 

3) Talk to Fangyin, located in front of the square, and receive the locket and coin. 

4) Go to Liangshan Forest and walk to the cemetery. 

5) Talk to the Oni at the tack of the cemetery on the left. 

6) Leave the coin and locket in the cemetery. 

7) Return to Wolong and talk to Fangyin. 
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The first thing to do in Atasad is to speak with your old pa! Artulik 
(A). He'll tell you about the bad guys that ransacked the village. 


’HORSEMEN.*?' 

TAMWfU.' 


Just past AAulik, you'll come across an Oreman Scout that is in 
the process of slashing a villager. It's too late for him, but you 
can use this first battle to practice the Cham Attacks technique 







examine boxes and The non-living 

Atasad is a large village with lots of area to cover, fte sure to examine doors, crates, and even the 
victims on the ground. You never know when you'll find a useful item or helpful information. Of 
course, we've listed most of the important items that can be found in the "info" box at the start of 
each level, and we will highlight the really important items during the course of the guide and will 
show them on the map of each level, as well. 


inated an opponent, be sure to pick up what they may have left behind. Sometimes 
r times it may be very useful items such as weapons, armor, or health tonics. 


SkAls 

>sw C*0 WCAPONS 


Every time Joseph goes up a level, he'll be rewarded with "skills points" that can be distributed among 
a variety of characteristics. You'll see a flashing "+" symbol on the character's health meter, indicating 
that there are points awaiting distribution. The first thing you will want to increase is the "sword 
weapons" and "heal" abilities. Keep in mind that the skills number can never be higher than the 
characters' level number. 
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Atadrah in the ftarn 

The gates to a barn are open in the center of Atasad, and inside you'll find a woman named Atadrah (D). 
She's hiding from the Orenian thugs, of course, and she doesn't wish for you to stay. She tells you of the 
city of Lenele, a place for you to seek refuge. But, before you go, she'll give you a vial of Health Tonic. 


fMf fttNMIC > ARE ABOUTI 1 HEAR TUB 

rattle or their ywe*u>>( rwv'u wu^jjreu 
All. ONC Jiv one. BE.it ThCVle- not-binp MY 
W 5 TMC TLACEf 


VjeT The UoTh Cloves 

Down near the southern part of the eastern side of Atasad lies the home of Joric (G). Unfortunately, 
there lies Joric in a pool of blood outside of his home. He has willed to you his Cloth Gloves, which 
provide a little hand protection. This would be a good time to e^uip yourself with the items you have 
thus far accumulated. 
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dig dude, bigger hammer 

Your first tig tattle is with one really tig dude — a Tartarian Fighter (J). "Kenan" is no slouch, 
tut if you can string together enough Cham Attacks, you will take him out in short order. 
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PRICE ITEM 

,500 luckier 

,100 Recovery Draught 

,300 Healing Draught . 

.1000 Drithen’s Irew . . 

.500 Citrine 

.100 Amethyst 

.1000 

.500 

.1000 

.200 

.1000 

.100 

.200 


ITEM 

lattle Axe 

War Axe ...... 

Me devan War Ax 
Sledgehammer . . 

War Clula 

Short low 


Quarterstaff . , 

Hail&erd 

Falchion 
Long Sword . , 
Short Sword . , 
lastard Sword 
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Who is that mysterious woman? 

Right behind the Arms Merchant's wagon is Carcela. Talk 
to her. She mumbles something about Drego's clever plan, 
but then offers no other information, citing "it's a secret". 


A- Arms Merchant 
ft-Kiclerune 
J| C -Crazy Iven 

i ; D-fteelon 
j E - Fiery Falchion 
j F - Healing Draught 
| d - The Great Ra^neli 
I! H - Durgan 
4 I - Entrance to Sewers 
| J - Entrance to Marketplace 
* K - Drego 


'CUEVE* HAN?* 


WOULDN'T TELI 


Tareweil. 


There are dozens and dozens of folk wandering around 
the Lenele Outskirts. Sometimes you'll walk up to them 
while they're engaged in conversation with another 
person, and others will directly offer you a morsel 
of enlightenment. 
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"One of us is crazy" 

Head north toward the fisherman selling some ftl(j fish, and 
standing next to a man sitting on the ground (C). His name is 
have spoken with him, your Quest Journal will have a new en' 


’£ A t!AO Cf MAOOMi SEEDS TML 
BE DEUVEMD TO THE STHOMSMCH 


i beeline for adventure 

*om Iven you'll find Heelon (D). Seems he has some magic seeds 
)ld cow. No, wait, that's another story, fteelon wants you to give 
ied Elarh, who is willing to fork over 2000 gold for them. 


» 'What is the task?' 


'FaKEwo.s.. 


LEAVE LENEU/ BUT I 
BOAT WITHOUT- MV l 




s are recrui 


larms 


our new bestest buddy Ragneli, and through the two 
ht be a good place to save, if you haven't already. 


ie marke 
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L - ftibrus the ftookseller 
Aft - Armorer 
U - Old City Entrance 
? - Lighting Rune 
0 - Go to Crown District 
R - Exit to Lenele Outskirts 


cans 


A - Sewer Entrance 
ft - G' Himmaadi 
C - Shady Trader 
D-G' Himaadi Trader 2 


h - mercer the lailor 
I - Smithy 

J - Krys Lantern Aftaker 
K - lar The ftrewer 







nor 






Lightning Tract . . 
Lightning Scroll . 
Lightning ftook . . 
Lightning Tablet . 
Inferno Scroll . . . 
Meteor Scroll . . 
Curse Scroll . . . 
ftlizzard Scroll . . 
Healing Draught . 
Recovery Draught 


ftattle Axe 

War Axe 

Medevan War Axe 
Sledgehammer . . . 

War Club 

Halberd 

Falchion 

Long Sword 

Short Sword 

Worn Katana 

iastard Sword . . . 


Recovery Draught 
Drithen's ftrew . . 
Swordsmen’s Ring 


Revive Scroll . . . 
Fire Arrow Rune . 
Fire Arrow Tract 
Fire Arrow Scroll 
Fire Arrow So ok 
Fire Arrow Tablet 

Icicle Rune 

Icicle Tract . . . 
Icicle Scroll . . . 
Icicle Sook . . . 
Icicle Tablet . . . 
Lightning Rune . . 


Steel Heeled Soots 
Studded Leggings 
Round Shield .... 
Suckler 


As big as the great outdoors 

This place is huge! The Lenele marketplace seems to go on forever, and it has 
City and Lenele Crown District in various locations. To the right is a large gath 
sellers are, and to the left is where all the crates and boxes are stored. There' 
(except the entrances to the Old City), so head over to the right and make you 
sellers, buyers, and soldiers. There will be a bridge that crosses over to the C 
right of the bridge, a path that leads down to the river. 


lake me To The river 

Should you decide to go down the steps to the water, it 
Marketplace, but ultimately the flagstone path leads to 
yourself the effort, and don't do it. 






aqamesico 


•Who 


n HAVE A 5WC*E> 
"f AfttWlU." 


convince the g 
-found life as a 


Talk to Smithy & the Lantern Mak 


Cross the street to the left, and head down the alley where the Trading Sh 
sells lots of good stuff, but you're still not ^uite ready. Talk to Krys, over 
Maker and thinks his stuff is pretty high quality. 


There's thievery in the air 

Across the street is Mercer the Tailor, and it seems he too has keen swindled (H). The thief goes by the 
name of Cerval, and if you can bring back the goods he done stole, then you'll be rewarded handsomely. 
Looks as if you've got ^uite a few things on your "to do list". 


The Armorer in the dell 

Continue down the street and you'll see a sign for the Armorer (M). He's got some items worth having, but 
your skill level is not ^uite ready to handle any of the items. Just down the street is a bridge that leads to 
the Old City — go there now (ty! ✓ 




Earis... where have you been? 

The bridge in front of Jekhar leads to the Old City, but let's save that for later. Instead, go over the big 
bridge to the right, and turn to the right once on the other side. Why looky there — it's Earis (F). Give 
him the sword and collect the booty! E^uip yourself with the ftastard Sword you just received! 


Meet Jekhar 


Head toward the middle of the Marketplace, to the center walking path headed south (E). 
You'll run into Jekhar, who's none-to-pleased to see you. He gives you your first insight 
into who you are and what happened in your past. Sounds like we'll meet up with him again! 
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K - Gorkus 
L - Captain Tor 
- Shopkeeper 2 
N>Dag is the Forger 
P - Old City Exit 


E - Aravind 
F - Tanner 
G - Shopkeeper 
H - Pedrog 

I - Crenian Shopkeeper 
J - Afterden 


A - Apothecary 
ft - Varyssa 
C - ftutcher 
D - ftimd fteggar 










'Ha#.. TRAVELER! HAVE YOU ROUSP THREE 
><ARPS Cf’ THE Cinti Of CLASS?' . 


j » 'NOT YET. 


Healing Draught 
Health Tonic . . . 


Revive Scroll . . . 
Fire Arrow Rune . 
Fire Arrow Tract . 

Icicle Rune 

Icicle Tract 

Lightning Rune . . 
Lightning Tract . . 
Lightning Tome . . 
Meteor Scroll .. 
Curse Scroll 
Recovery Draught 
Healing Draught . 


Leather Soots 
High Leather Soots 
Leather Gloves . . . 
Leather Gauntlets . 
Leather Armguards 
Leather Armor . . . 
Padded Surcoat . . 
Leather Jerkin . . . 


1 Heavy Soots 
j Tough Soots 
Cloth Gloves 
* Silk Gloves 
Cloth Pants 
I Cloth Shirt . 

< Quilted Rolae 
I Tunic 


Swordsman’s Ring 
Slessed Necklace 

Citrine 

Amethyst 


After speaking with Varyssa, head down the road, taking the next left and following it around until you see 
the man near the well (C). He is the "Weeping Sutcher", and he will want you to find the magic doll that he 
accidentally dropped down a well. 


'MY NAME MATTERS NOT. FOR t HAVE 
NOtMNC IN THIS .WORLD. I LOST MY LAND 
AND MY CCRP. AND NOW I'VE LOST MY 

CY£>.' 


me missing eyes 

Just to the left of the hutcher is a fellow sitting on the ground (D). He's a blind Leggar and wants his eyes 
Lack. They were stolen from an apothecary who needed them for an important elixir. Go figure! 


* 'LOST YOUR EYES?' 


The search for Jinyan 

Follow the road to the northern-most section, and you will run into a guy named Aravind (he 
wanders around the area) (E). He also requires your help — his old friend Jinyan is missing and 
he asks you to find out what happened to him. 
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Turf Wars 

In the southwestern most tip of Lenele Old City is Pedrog ( 
some information on smugglers working his turf. If you can 
renegades, the old-guard thieves will reward you. 


ftig rats, ftig, big rats. 

the way you came, taking the first right into an alley. Merden, cleaner 
you (J). He says he'll give you 50 gold per ftacite tail you luring him. 
atures live in the sewer and are keeping Merden from earning his pay. 


NHAT bp YOU HAvt 

N A LICENCE TO 5CU. 
tv* MARKETPLACES 
TION FROM THE POTATO 


r SERVICE < 
:arrots i 


Dagis the Forger is the man you need to see (Nl). He can get you some official looking paperwork to 
give to Gorbus the Guard, but it will cost you 25 goid. 


Return to Gorbus 

Go back to see Gorbus the Guard (K), and give him the paperwork to free Jinyan. 
you got the release order, but in this part of town, no official is beyond reproach. 
"Jackson" — 20 gold — and he'll take the release and you'll be rewarded in the 
to where you first found Aravmd (E), and give him the news about his friend Jinyan 


Head down and talk to Ivas the Gambler. He had Durgan's Lucky Charm, but he sold it to Gebbin the 
Pawnbroker, over by the jail steps. Gebbin will tel! you that he sold it to Agilo the Merchant, located 
in the Marketplace. - 


Thi i Eyes 

THE SALAMAtWAS TON CUE 
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|£jbl.i> OTV (UMCLCK W£ ATOThIS 
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U - lorras the Jeweler 
E - Instore Shopkeeper 
F - Amethyst 

(j - Temple Plaza Entrance 


A - Zefnat 
ft - Shopkeeper 
C ~ Pomporo 








High Leather Soots 50 

Heavy Soots 20 1 

Tough Soots 20 

Silk Gloves 50 

Leather Gauntlets 50 

Leather Armguards . . 20 


1000 

2000 

750 

450 


Swordsman’s Ring 
Slessed Necklace 

Citrine 

Amethyst 


Leather Armor . . 
Quilted Robe . . . 
Padded Surcoat . 
Leather Jerkin . . 
Recovery Draught 
Healing Draught . 


Leather Soots 
Cloth Gloves 
Silk Gloves . 


Leather Gloves 25 


Cloth Pants . 
Cloth Shirt . . 
Leather Armor 
Quilted Robe 


tunic 

Leather Jerkin 


Zefnat the Bookworm 

As you enter the Crown District, the first person to talk to is Zefnat. Go left, then keep 
walking straight down the flagstone paved street. Take the first left and you'll see a dude in a 
black robe looking down into the river below (A). He is Zefnat, the Scholar. He wants you to 
find book #2d of his collection, and gives you 250 gold to buy it from some guy in the 
Marketplace. This one sounds too easy. 


r 7* v 

The rats stole it 

Across from the middle bridge is the home belonging to Pomporo (C). He has been robbed, and 
wants you to find the ring that's missing: his wife says the chambermaid stole it, and the 
chambermaid said the rats swiped it. Hmmm... 




That's all there is going on in Lenele Crown District, so why don't we check out the Lenele 
Temple Plaza. You can't miss it — it's the only exit to the west, and it's right in the middle of 
the District (G)! 




a -Temple Entrance 
C - Feren C 
D - Hue Glass Shard 
E - Jerve the Elder 
F - Left Stairs 
d - Opening 








moci 


Take the red carpet straight up to the altar arid talk to Ferenc the Hiero 
seems that each of the Temple's stained glass windows tell a different st 
everything you ever wanted to know about the "War of the Gods". 


of stairs on the right side (F). Keep 
on the left (G). Once you go through 
II get introduced to Flece — the first 


K - Exit to Old City 
L - Exit to Outskirts 
M - Exit to Palace / 


E - Hole in Wall 
F - ftacite Nest 
G - Signet Ring 
H - Golem Switchers 
I - Signet Ring + Sewer Ring 
J - Cerval 


A - Golem Switch Masters 
ft - Secret Switch 
C - Green Glass Shard 
D - Landing Area 
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SEWER 1-1 
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"OfEN Gate A3 
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SWITCH 

follow the path to the very back (ft). There will be two ftroken ftrass Golems 
an reach the intended destination. And. there are two switches on the right 
one works for now. This opens "gate A4", as we'll call it! 


•eated when gate A2 was opened, and you'll find a container over in 
he bag contains the Green Glass Shard — two down and one to go! 


ie corner 
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Let's take the route to the right first, as there's only one way to go, and that's down! You'll 
soon meet up with a Bacite not previously encountered, and that's the Bacite Shaman. He's 
really only dangerous from far away, as he casts magic at you from a distance. Up close, 
however, he won't i»e able to use the magic and you can take care of him handily. 


Attack the Shaman first 


d ot course, you want to pass on through! [here w 
be sure to attack the Shaman first, otherwise he'll 


The Bacite's Nest 

The circular area is filled with two Brown and one Shaman Bacites. Once they're out of the way, go into 
the Tepees and collect the booty (F) — a Rag Doll (for the Weeping Butcher) and a small shield 
(Blinding Buckler). 


— ContEnts ■ 
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•flake your way out of the nest and all the way back to the top entrance (E). ^ow, it's time to try the left 
side corridor opening. The path leads to only one spot — a control room looking area overlooking a 
-aging waterfall of sewage. Head out onto the right pier and pick up the Signet Ring inside the container 
(G). Pomporo should pay well for this family heirloom! 


Secret of the Sewers 

Here's a nifty trick — go back all the way to gate AT and make sure Joseph is standing inside the open 
gate, t^ow, hit R2 to take control of Flece, and then RJ to leave Joseph where he stands. Take Flece 
back up to the Golem that opens up gate B1 (thus closing gate At), and then hit RJ again to become 
Joseph. Viola — you can now progress down the path! 


cxits-a-plenty 

The area you just opened up contains many more bad guys, switches, and items to collect. However, its 
aain purpose is to serve as the gateway to the world above, as it offers no less than three exits to 
.xneie. Your first stop is to talk to the Golems (H) and have them open up gates C! & C3. Be sure to 
have the third Golem open up both gates AJ & BJ, making it possible for Flece to catch up with you. Hit 
the R2 button and take control of Flece, and have her meet up with Joseph near the Switch Golems and 
jet ready to battle some thugs! 






i.'ins Omani. 
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Me Javan Thiefs 

Continue down the corridor until you encounter the Medavan Thiefs. These guys have a 
bunch of HP's, so it'll take awhile before you dispose of them. They have left some of their 
loot laying around, so you'll find a Chunk of Salt (for Pedrog) and a Sewer Grate Key nearby. 


Just past the thugs is Cerval (J). He's the guy that paid with false coins for the fine silk 
garments from Mercer the Tailor. He doesn't take kindly to your line of questioning, so it 
looks like you'll have to fight him for the goods. After the battle, exit through the 
passageway above (K). 


from the dankness of the sewers into the sunny streets of Old City, you'll find tr 
next to Merden, the guy that is going to pay you for all of those ftacite tails you 
>s a qood deal! 


When you emerge 
are standing right 
collected! That wa 
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ie news 


The butcher will be so happy to see you that he'll part with his most prized possession — a high quality 
knife made from Galadian steel! The weapon causes decent damage, but is lightweight and therefore offers 
excellent speed. Equip yourself with it now! 
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mc *he Old City through the northern most exit, an 
0’*er to buy Volume 2d of the Encyclopedia of Heresies. Say "no 1 
Ze’nat, otherwise he won't sell it to you. After that, head to see W 
. ttum the silk garments to him! 


of heresies.' 

‘FARE WELL.' 


ercer 


/fake tracks for the Crown District (See map on page 35 ) 

It is now time to pay a visit to old Pomporo. Take a left (from dibrus), and follow the street all the 
way to the Crown District (Q). From there, Pomporo's house is to your right, after you cross the 
bridge (C). You'll receive big XP and a derserker Sword. 


lo the AdjuaducT [See map on page ov) 

Head back to where the Golems threw the switches (H), and take the Co gate exit 
Pal ace A^juaduct and straight into the arms of the first doss: The Iron Golem. 
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BOSS 

The first toss is fairly easy, tut you'll need to set the scenario properly. First, use the Holy 
spell "Protect" to give the party more defense. Secondly, take control of Flece, and have 
f the henchman Golems off to the side. Next, take control of Joseph and 


her tight one o 

concentrate on the Iron Golem first, then eliminate the regular Golem after that. If you see 
that Flece is taking on too much damage (or that Joseph is), don't forget to use the "Heal" 
spell. Continue to the tack of the Palace A^uaduct, and there you will find the entrance to 
the Palace. — 


PALACE LEVEL 1 


A - Secret Door 
M ~ Exit 


PALACE LEVEL 2 
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if PALACE LEVEL 3 


; C - Scribe 
j D - 2 Scribes 
E - Treasure 
F - Chamberlain 
G - Lady's Room 
H - Fire Arrow Tract 
| 1-Yago'sKey 
! J - TOCO Gold 
I K - Yon's Amulet 


PALACE LEVEL 4 
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Koom wiTh a view 

In the next room, the palace servant tells you that Lord Yago is on 
way up the circular staircase (in the next room), and then stop befc 
room. There's a guard patrolling the hallway, so you need to time it 
room on the left before you head out (ft). Pull the camera tack so t 


Jf ake a dash down the hallway, and get into the first room on the right (C). There's a scribe i 
talk to him, and then wait for the guard to go by before you make your break for the hallway, 
arch, you can enter the first room on the right — be sure to close the door behind you (D). 


lake it one room aT a Time 

The room you just entered has two scribes in it, offering little more than an opinion. Stay there 
until the the guard on the left goes back down the hallway. Run down the hallway, and stop at the 
archway with the two big doors — stay to the left so that the guard can t see you. After he leaves, 
go into the first room on the right — this room contains a couple of scribes and a Treasurer (E). 


Wench? Who's a wench? 

Past the arch down the next stretch is a chamberlain in the first room on the right (F). He' 
but at least he doesn't turn you in to the guards! This might be a good time to save! Whei 
clear, go across the hall to the room with the wood staircase that will take you up to the r 


Flece goes solo 

Once inside the Palace walls, you'll find out that Flece wants to go searching for an 
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-WHAT ARE YOU LOOKING FOR?* 

'AN 'AMULET. It DSEt>;i TO «®LONC 
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amu | e t — by herself. However, she says that she'll get in touch with Yago for you. 

Stay put. plowboy! 
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rfh east of The lady s room is a door in the tar right corner that can 
oom contains two bags; one with an amethyst, the other Yon's Amulet 
» get into the Palace in the first place! 


success 


e reason 


West of the Lady's chambers is where you'll find Yago (L). Getting there, however, will take some work. 
There's a guard standing at the top of the stairs, and there's a second that doesn't venture far. Go around 
to the other side and get into Yago's room from there. 


ness 


You will learn much ot the storyline from Yago, and receive the summoning King ot 
Darkness, as well. After you've equipped Joseph with the ring, it'll be time to move on 
out of the Palace. Go down to the second level and speak with all of the interesting 
people — you'll learn a lot from them! After you're done, exit into the Palace Plaza 
through the main entry (Art). 
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Grab the Amethyst 

1 From the "lady's room", you'll want to go out the door and left, then take the first right and 

into the room on the right (H). There's another door in the back that leads to a room with a 
container. Open it up and score an amethyst. 



. ui Hjai 





mcifiL 


... 


■amulet?' 


TAWWtU. 


CET U-£ AW.lf I AW!) FOR? * 


•AMUtET?" 

"NO." 

•YES." 
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Ciut 

Yew low 

Short low 

Crossbow 

Quarterstaff . . . 

Staff 

Falchion 

Short Sword . . . 

Dagger 

Revive Scroll . . . 
Tome of Revive . 
Fire Arrow Rune 
Fire Arrow Tract 
Fire Arrow Scroll 
Fire Arrow look 


Icicie ocroll . . . 
Icicle look . . . 
Lightning Rune . 
Lightning Tract 
Lightning Scroll 
Lightning look 
Inferno Scroll . 
Meteor Scroll . 
Curse Scroll . . 
Ice Coffin Scroll 
llizzard Scroll . 
Recovery Draug 
Healing Draught 
Drithen’s Irew 


L - Chamberlain 
M - Litrine 
N - Monk 
P - Sister Qelah 
Q - Sister Miala 
R - Sister lilan 
S-To Great Library 
T - Irother Wid 
U - Sama 

V - Minor Library 
W- Volume 67 
X - Master of Keys 

Y - To Cat acom bs 


1 A - Pier Entrance 
1 - Recovery Tonic 
J: C - Emmah 
j \ i D - Cleansing tonic 
E - Samael 
|| F- Lift Golem 
(j - Irother Eamon 
H - Health Tonic 
I - Cellarer 
|v J - Revive Scroll 
K - Irother Waard 
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Samael the caretaker 

Samae! the caretaker (E) has some interesting opinions on the monks, so you migh 
him before heading up to see the (jolem that will take you to the Monastery (F). 


► TtRMAVS I CAN MU?.* 

f*GOO» LUCK «NMNC H£i 


d brother Ovaard h 


l he Cellarer an 

Next, talk to the Cellarer (I), for he has a wealth of informa 
brother Ovaard (K). He'll fell you of the Crypt of Kings an 
he^e at the monastery. 


Rosalind joins the party 

Make you!* wav to see the Chamberlain & Pnoress (L), talk with tfv 
stairs.You'l! trigger an interesting cut scene with Abbot Lau'-ent, ai 
member to the party — Rosalind. 


th Abbot Laurent 


DOtS ROSALIND Rf SENT ME?’ 


he has already lived longer than three lives! 
■efurn to brother Ovaard and get the key that 


The Abbot is about as wise a man as you will find. Shoot 
After he answers all of your questions, he suggests you 
will open up the catacombs. 


As you leave the Chamberlain's office, take an immediate right and meet th 
alley (N). He's got a book that he needs you to deliver, but you don't know 



Two more entries into the Quest Journal 

brother Ovaard (K) gives you the key to the catacombs, and implies that your entrance 
there can be found in the "Minor Library", before you go there, however, head up the steps 
on the right and walk along until you meet Sister Qelah (P), followed shortly thereafter by 
Sister Miala (Q). 


1, AM 9h*N or NAMiX. 


Past brother Ovaard are the steps that lead down to the entrance to the walkway to the Great Library. 
"'Here are two giant sets of stairs that lead upward, both ending up at the same landing area. When you 
-each the top, Sister Silan (R) will be on the right — talk to her to get another ^uest. 


» -NAHUU?- 
JaMwcu 


len stop before the steps. Straight ahead is the Great Library (S), 

. Instead, take a left and meet up with brother Wid (T). He, too, has a 


.lust past Wid, down the grassy area toward the end, is Sama (U). She wants you to return a book to the Great 
i^Wrary. You can play this one of two different ways: 1) Give the book to Srother Morhan at the door of the 
Great Library and receive 200 XP; or 2) Give the book to brother Eamon and receive 200 gold. 


Enter the Minor Library 

Go back around to the other side, where you'll find the 
bookshelves, for you will find many good things. None, 
the second bookcase to the right, along the outside wa! 


inor Library (V). Examine the 
d as Volume 67 (W), found in 


owever, are as goo 


The whole story & the catacombs 

Talk to the Master of Keys (X)* and you'll learn so much your head will spin. When it stops, go to the last 
bookcase on the left, and open it up to reveal the secret passageway to the catacombs (Y). A good time 
to save! 
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D - Fork in Road 
E - Atagic Orb 
F - Group o' ftones 
G - Top o' ftones 
H - Secret Room 


A - Entrance 
ft - 1st Arch* 




The hidden entrance 

Inside the Chamber of Kings, there is a central tomb on the floor that hides the entrance to 
the catacombs. If you try to pick the lock, nothing will happen. According to the monk in the 
Minor Library, the best bet is to push the statues of King Ikus (axe) and King Gaevm (book). 
In addition to gaining access to the catacombs, you are rewarded with 2000 XP. 


* Rosalind doesn't have her Al set to Healer/Caster, change it now. She inflicts a decent amount of 
carnage with her Lightning Spell, and combined with Flece's use of her crossbow, the two women 
•arriors do great damage while staying out of harms way. 


Sl’lU.5 
-lost I’M 


the Protect Spell 


HOT' 

SUSS 

► WOTtCT 


When you get to the first archway (ft), you'll encounter two ftone Servants and one ftone Knight, ftefore 
you engage in combat, have Joseph use the Protect Spell to help out the party defense. The knights can 
shoot arrows, so you'll want to deal with this guy as Joseph, while the other two party members 
concentrate on the servants. 


e narrow a' 


ecause you can 


rave warriors, 


Chain min d prausi! 


more likely sooner than later , Kosalmd will end up dying during one or me many bailies on inis 
first stretch through the catacombs — she just doesn't have much armor or HP. It's a good thing you 
bought that "Tome of Revive" from tmmah — you'll need it more than once over the course of the 
catacombs! 


When you finally reach the 2 -way fork in the road (D), you'll want to go right! A ftone Mage will be 
just an arrow away, and then the long trek continues. You'll soon see a strange ball off into the 
distance (t). When you get to it, you discover that it begins to pulsate after you turn it on. 






?. up. lake a left at the torch, 
h the three chambers (I). 


word score 

iter on the right, and you'll soon come up to a mini-battlefield of sorts, lone Servants, 
ghts are all over the place (I). Past them is the prize (K) — the second Magic Orb and 
’inal qlass shard. Sweet! 


lack out the way you came in, and down to the three chambers (I). Take the middle chamber and 
make your way to Sir Erthgi (L). After chatting with him, prepare to tattle the catacomts toss — 
Carados. Use the protect spell and have the women take on the two lone Adages that appear on 
the sides as Joseph tattles Cerados. Once Rosalind and Flece each defeat their foe, then they can 
join in on Cerados. He has a ton of HP, tut with all three attacking, it won't take long for him to go 
down! Grab the rewards (the Ring of Light is ty the tomt). On your way out, te sure to pick up the 
axe (M), if you haven't done so already. You'll need to "identify" it, and then you'll see that it is the 
Axe of Ikus that Irother Wid is looking for. Head on back to the Monastery (give Wid the Axe), 
then make your way back to Lenel to see Yaqo. 








You'll face the Rider* in a random encounter on your way 
i»ack to Lenele. The Rider is one of the four "demons on 
horseback" that the villagers in Masad spoke of. He will 
get off of the horse at the 50% damage level, then fight 
you on foot until he's almost out of HP. He then gets on 
his horse and leaves. The Rider is tough — have 
Rosalind hit him with all the spells you have (Lightning, 
Icicle, Fire, etc.) 


A - Main Entrance 
ft - Lady Ivane 
C - Evlen 

D - Master of Revels 
E - ftrissa ( Third Layc 
F - Dali ( 3rd Floor ) 

G - Kinq ftellias 
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ALK TO (JERVE THE ELDER) 


'YOU WAY HAVE HEARD IONA IS THC CENTER 
OF LEAP. NINO IN MEDEVA. MJT DO NOT 
BELIEVE A WORD Cf fT. THE MONKS MEDDLE 
IN THE AFFAIRS OF CODS, AND ALL THAT 
COMES OF IT ARE MERESSS.' 


rind Amas The theologian 

In the the northeast part of the temple you will find Amas — he is the brother of Sister Miaia. 
one of the many sisters you met back on Iona. He will give you a necklace to return to Miala. 
and your party will get 150 XP as a reward. 


► *DO YOU have 
Tare well." 


JT 

Torvels' Sad Tale 

18 s* It • ® 

Head on over to the outdoor theater, and behind it you will find a man named Torvel. He tells a very sac 


story, indeed, and is in need of your assistance. Apparently, his troupe of actors has been banned from 
playing at the Palace, and he wants you to speak with the Master of Revels on his behalf. 







agamesxo 


You're reac^uaintance with Yago is brief, as he informs you that the King of Medeva (G) i 
awaiting your arrival. The King says he is sorry that he can't send an army of knights with 
you on your quest, but the current war is too taxing on his men. However... 


The ftlade of Tarun 

Prince Sornehan tells you of your pending trip to meet the Kh 
tells you to meet up with the Hierophant at the Temple of Uratl 
of Tarun, which wi 


osam 


rnnce oT Beggars 

Gueen Galienne advises you to meet up with Tancred, Prince 
Ikaemos — home of the last summoning ring (Ring of Stone) 
n the Old City, but you already knew that! 
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Meet up with Tancred (See map on page 32 ) 

before you can actually talk to Tancred, you'll have to get the key to his house from a 
henchman named Starvus the Skulk. Fortunately, the door to the house is right there, 
so you can go right on in! It seems that Tancred has been poisoned, and you ve got 
another entry into the Quest Journal. Since Tancred didn't have the map you were 
ooking for, you'll have to get it from the Apothecary (A). He'll sell it to you cheap. 


t.MIS' - taaM’ 

‘ROUND HERE. 


» -Give mi the key to tancreo's mouse. 
V , Take we i i * 


•The REnniIS have CURSED OOR IEOTIE 
EMC CM! They' ye brought famine to 
MEOEva! The DROUGHT two summers > 
WAS Ail THEIR DOING, AND SO WAS TH 
l$AG'J£ IN THE NORTHl* 

*.-pto Ivas the gambler sell you an 

, EARRING?* 

Tare well." 


On to Saanavarh, Mountain o 

Head out of the Marketplace and exit the Outskirts t 
you reach the mountain, and you will trigger an encoui 
protecting the entrance to the Saanavarh. 


THE DAGGER. 


» SHOW HU 
TaREwEt 


Warrior to the entrance of the Stone Portal, then walk to the back hall to 
1 Priestess of the Khosani (A). After all of the introductions have been done, 
ith the Guardian of the Stone Portal, as he will lead you down to the labyrinth, 


- irlTiiTif «^**»*«^ ******■**-■ 
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D - Keeper of Lore 
E - Khosani Merchant 2 
F - Elarh the Merchant 
(i - Khosani Merchant 3 
H - Icaru the Priestess 


A - Ulsadana 

ft - Entrance to Cat 

C - Khosani Merchant 











— — — . 







Once inside the labyrinth, your party will face a number of different challenges. A clue will 
be given to you before you begin each task. The first one is simple enough — "don't tread 
on us" — which means not to step on the circular emblem on the floor. Pass through the 
archway and you'll receive 1000 XP. 


The Secret of the 2nd Pi 


behind the four doors in this second room lie four very mean Onyx Golems. Rather than fight 
each one, how about we tell you how to solve the riddle? There are two rows of six mini- 
monuments. Press the following in this order (counting from bottom to top) 1&2 on left side, 
3&4 on right side, 5 on left side, and 6 on right side. You should now be able to walk 
unhindered into the next area. 


Seat the Oath-breakers 

The third test of "The Ordeal" pits your party against 4 Khosani prisoners. They're pretty tough and 
can do damage quickly. The Protect Spell works well, and have Joseph or Jekhar use the Recovery 
Draught, so they can heal from the damage. Don't forget to check the prisoner's entrance areas for 
some extra goodies. 


ruzzie rour in inree rieces 

There are three branches in the next room — two lead to items and the other to the way out. 
Follow the diagram on the next page (follow the sequence exactly) to uncover the mystery of the 
stone turning thingys. 


The Floating Runes 

The next puzzle involves picking the runes in their correct numerical order. You may not have been paying 
attention, so we thoughtfully kept track of them for you! When you first enter the room, there are two 
columns of three runes apiece. From bottom to top, they are; left side — 5, 6, 2 and the right side is 3, 4, 
1. Simply press the runes in order from 1-6, and you can move onl 
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This massive creature will attack you in three different stages. During the first 
stage, have Flece (reinforced tow) and Rosalind (crosstow) fire their weapons from 
a distance, while Joseph and Jekhar get in close. The men should toth use a 
Recovery Draught or Tonic if you've got them. After the creature is down to 50%, 
he'll crawl into the lava pits for a healing, then return around the corner, refreshed 
and ready to go! Pick up the Pyros Ring that it leaves tehind, and e^juip jekhar 
with it (he should also te wearing a Ring of Health). Joseph should te wearing the 
Ring of Fire and Ring of Light. There's a Ring of blessings (ft) nearty, so grat it 
and have Rosalind wear it. After taking more of a beating, the creature descends 
back into the pits, leaving behind a chainmail tunic (C) that you can put on Jekhar. 
For the third and final stage (D), you can take out the Giant Salamanka in relatively 
short order using the same techniques (girls back, boys up). The exit gate (t) 
opens up after the big lizard perishes. 


A - vnanT salamanka 
ft - Ring of ftlessings 
C - Chainmail Tunic 
D - Salamanka 3rd Stage 
E - Exit 



Meteor Scroll . 
Curse Scroll . 
Ice Coffin Scroll 
Invisibility Scroll 
llizzard Scroll . 


Meteor Scroll 

Curse Scroll 

Ice Coffin Scroll . . 
Invisibility Scroll . . 
llizzard Scroll . . . 
Ring of Health ... 
Ring of llessings . 
Ring of Dexterity . 
Ring of Protection 
Ring of Shadows . . 
Ring of Aggression 
Swordsman’s Ring . 
Messed Necklace . 
Necklace of Stealth 
Medallion of Vigor 
Medallion of Night 
Farseeing Necklace 
lacite Medallion . 
Archer’s Medallion 

Garnet 

Citrine 

Amethyst 


Revive Scroll . . . 
Tome of Revive . 
Fire Arrow Rune . 
Fire Arrow Tract . 
Fire Arrow Scroll 
Fire Arrow look . 
Fire Arrow Tablet 
Fire Arrow Tome , 

Icicle Rune 

Icicle Tract . . 
Icicle Scroll — 

Icicle look 

Icicle Tablet — 

Icicle Tome 

Lightning Rune . 
Lightning Tract . 
Lightning Scroll 
Lightning ftook . 
Lightning Tablet 
Lightning Tome . 
Inferno Scroll . . 


Recovery Draught 
Recovery Tonic ., 
Healing Draught . , 

Health Tonic 

Cleansing Tonic . , 
Invisibility Draught 
Drithen's Irew . . 
Tristan’s Libation 


Fire Arrow Tome 

Icicle Rune 

Icicle Tract 

Icicle Scroll 
Icicle look — 
Icicle Tablet . . . 

Icicle Tome 

Lightning Rune . 
Lightning Tract . 
Lightning Scroll 
Lightning look , 
Lightning Tablet 
Lightning Tome , 
Inferno Scroll . , 


grain* ,WE HOARD WHt NOT LAST 

lver. The villages on the frontiers of 
EVA TRaDE with US. for WE HAVE; ccro 
JCM TO 8UY O’OJtt KINGDOM.’ 


-RHUKHA VANISHES. AFTER Mi VICTORY OVER 
THE DEMON'S. IF ON VOW TRAVELS YOU 
; LEARN <5F HtS FATE. OUR FEOPLE WiU. 


Talk to the Keeper of Lore 

The Keeper of Lore (D) has many interesting things to say, and will also a 
Journal — The Fate of Rhukha. 


merchant) 
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jj Revive scroll .... 

..150 

Li Tome of Revive .. 

..600 

|| Fire Arrow Rune . . 

..25 

Fire Arrow Tract . . 

..100 

f! Fire Arrow Scroll . 

..50 

Fire Arrowlook . . 

..200 

J! Fire ArrowTablet . 

. .100 
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Secrets of the Dakhanim 

Icaru the Priestess (H) is looking for a potion that can turn water into ice. She 
asks you to find out the secret of Nutengov's potion. How and where you will c, 
this is a mystery. Exit the City of Khosani, to the World Map, and head out to 
the Ikaemos Swamp. 




The Phoenix Rider 

On your way to the swamp, you'll 
encounter the second of the four 
horsemen — The Phoenix Rider. 

He fights just like the Ghost Rider, 
but this battle should be easier now 
that you have Jekhar in your party. 


It's a jungle in the swamp 

The swamp is filled with Green Racite, Green Imps, Racite Shaman, and 
Gargoyles. As you fight these beasts, make your way up the left side of the 
swamp. You'll soon come to a 


bridge (A), and you'll begin to 
notice the petrified people that the 
Khosani were talking about. The 
entrance to the palace is just 
ahead (R). Re sure to eliminate as 
many Gargoyles as you can, 
because you need the six drams of 
their blood for the Lantern Maker! 
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-ft A-Hridge 

I? a - Pal ace Entrance 
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otimara 


A - Entrance to Lower 
Chambers 

ft - Ikaemos Armory Key 
C - Aftunuros 
D - ftrazen Dagger 
E - Garnet 

F - Exit to Lower Chambers 
N - Dagger Statue 
P - Ikaemos Priest King 


Grab the Armory Key 


[here is a long hallway facing you when you 
first enter the Ikaemos Palace. Take the 
first room on the right (after dealing with 
some ftacites), and go get the Ikaemos 
Armory Key (ft). In the room down to the 
right there is an entrance to the Palace 
Lower Chambers (A). 


WAunuros The vhosl 

It seems that many moons ago, Jttunuros (C) was supposed to give the King a necklace for the Queen, but it 
disappeared and the King chopped ATunuros into itty-bitty pieces of dog chow. You are to find the necklace, 
which is in an overgrown garden, and bring it back to Munuros. 






d - Argent Dagger 
H - Elixir Recovery 






Nab the Argent Dagg 


and head for the lower chambers exit (F). [here s a rather large room on 
* audience waiting to greet you. Instead of walking straight into the line ol 
ound the room, thus limiting the number of foes to fight at a single time, 
to pick up the second dagger — the Argent Dagger (G). 


% 'XAMINE CONTAINER 


ic Dagger (J) — number three in the collection! Head down 
and then make your way up the stairs to the secret room, 
as the last dagger — the Cupric Dagger (L). 


I he btatue o? ikaemos r 

Leave through the west exit (HA), making your way back into the main hallway. 
Statue of Ikaemos at the end (N), before the locked door. Once you put the fi 
the door will open up! 


DOSS 

The Ikaemos Priest King is invulnerable to slashing and piercing attacks, so the swords a r\c 
won't do you any good here. However, he is vulnerable to blunt attacks, so e^uip lekhar wi 
weapon (like the Frozen Club), and be prepared to have everybody use their magic powers. 
King doesn't have a ton of HP, but you don't really have anything that will do major damage, 
fight will last a few minutes. The Priest King leaves behind the last ring i he Ring of Ston 
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LEGEND 


u - lorras the Jeweler 
E - Instore Shopkeeper 
F - Amethyst 

G - Temple Plaza Entrance 
H - Canis 


A - Zefnat 
ft - Shopkeeper 
C - Pomporo 









The Serpent Rider 

As you make your way to Lenele from the Ikaemos Swamp, you'll encounter the Serpent 
Rider. He's certainly the most dangerous of the three you've faced so far, and you II need to 
protect all and Summon a creature ASAP! His whip does major damage, so watch out! 






lattleaxe 

War Axe 

Woodsman’s Axe 
Sledgehammer. . 

War CM. 

Spiked Mace . . 
Flanged Mace. . 
Reinforced Sow. 

Long Sow 

Reflex Sow 

Heavy Crosstow 

Nag i tana 

Hardwood Staff. 
Ironwood Staff. . 

Halterd 

Yari 

Pole Axe 


5000 

10000 

1000 


1000 

200000 

50000 

1000 

10000 

1000 

50000 

5000 


Satre Halterd . . 

Falchion 

Satre 

Long Sword 

Short Sword .... 
Sword of Maiming 

Claymore 

iastard Sword . . 
Parrying Dagger . 


10000 

200 

5000 

1000 

100 

10000 

5000 


5000 


Reinforced loots 500 

Dragon Soots 500 

Steel Heel Soots 20 

Studded Soots 300 

Springsteel Soots 5000 

Iron Gauntlets 5000 

Chainmail Gauntlets. . . . 10000 
Steel Gauntlets 20000 


Studded Leggings 

Chainmail Leggings . . . 
Studded Leather 


5000 


iil Tunic 10000 


Heater Shield 
Round Shield. 
Suckler 


Recovery Draught 50 

Recovery Tonic 100 

Healing Draught . . . ... 100 

Health Tonic 500 

Cleansing Tonic 400 

Invisibility Draught .... 500 

Drithen’s Srew 340 

Tristan's Libation 400 



Tancred on his death bed (See map on page 27 ) 

Things certainly changed while you were away! Prince Sornehan made a deal with Emperor Murod. and the 
Rennies have taken over Lenele. The only safe way to Tancred's house is through the sewers — follow 
Pedrog to the entrance now (I). 


>y? WE ALL rtAP.EP THE WOPS 




-Fiecf. 



I &ERSCMER Swoftp 

I Sharp Swcsm 
I MC PC van War Axt 
I FROZEN Cu.’S 

l Heinforlip Bow 

I Yew BOW 

I C.'ARTEBSTArr 
I HAUI4KP 
I VOCE AXE 

i p«a« falchion 
i fiery falchion 


The Travelling Merchant and Traders 

There's a Travelling Merchant and a Trader just past Pedrog. when you first enter the Lenele Outskirts. 
They Loth have some terrific stuff to sell, and the Merchant will also Luy unwanted inventory (and the 
Trader will equally buy your unwanted armor items). If you've got the means, buy the Sabre Halberd for 
Jekhar, and the Long ftow for Flece. There's also a Ship Captain by Duggan (H) selling potions, if you 
need them, t^uip the purchased items and then move on to the sewer entrance. 





TOTM 


moci 






— 


— 


f 







1 - 




s#ri 

1 i»fp 


Jl 

Wxfk 

y ■ I 

w\ 



Just the Two of Us 



With the party splitting up to accomplish separate tasks, the sewers will 

i»e 


place for Joseph and Flece. Good thing you've got those Summoning Rin 

gs. 


get a helper sooner, rather than later! The only exit out of the sewers is 

thr 


exit (K). 









— 








— 






With Joseph being held prisoner in the depths of the Tower of Eleh, Fiece sets out to 
rescue him. Rosalind is out looking for help, and Jekhar is back at the Iona Monastery 
protecting the Queen. Your first objective should be to get into the mam hallway (A). A good 
approach to take when fighting the soldiers is to fire a couple of arrows at them from a 
distance, then switch to a Katana as they run toward you. This way you can try to fight one at 
a time, thus saving your strength. 


*■ Sr T 

Talk to Dunrui 

Enter the first room on the left. There's a guard in there, so be ready for him. Grab the Flinus 
Pantaloons (ft), and then head into the adjoining room. Talk to Dunrui (D) and be sure to pick up the 
Thief's Gauntlets (E). 


I ME SUMMONED. 


Leave these coniines and head out back To The hallway. 

Exit to the left and take the next room on the right. Jinghui is in the room (F), 
to "the One-Hand of the prophecy". Apparently, Joseph has a new nickname 


Across the hallway is another room, and in it you'll find Springsteel ftoots (G). You've just collected 
three types of armor that significantly increase Flece's Sneak ability. Her protection rating will be 
down ^uite a bit, but if you sneak past the guards, you won't have to worry about fighting them! 
Remember, if you're in a spot with not much hiding area, you can use Flece's Hide ability! 


the upper or lower level. You are currently 01 
Take the lift up, and then get ready to battle 


fwo leve 


l he blave roreman doesn I oiler much into, so it s oh to Tne courTyardi lake an 
immediate left and you'll find the ftoots of Stealth (I). Across the other side of the yard is 
a Samurai guarding the shed where the Tomb Key is hidden (I). Take him out and then 
grab the key! 




1 



laves 


eaves 


rind The ohadow naramaki 

&ack at the Lift Golem, take the shaft to the lower level. There are three paths to choose 
from. Start with the one on the left, as it will get you to the Shadow Haramaki (Aft) — a top hall 
piece of armor that allows you to wear the Felinus Pantaloons at the same time. Now Flece can 
do some serious stealthinq! 


flAmi: Shadow Haramaki 

DEscRjPtlon — - f 

VAU*« 50.000 GJ> 

PROTECTION* 30 
SMLE£* 12 S 


Remit hercinc- *2 
S«IU. REQ= heavy arms 3 


Rescue Josepn 

The path to Joseph goes through the center hallway. After that, take the first right, and into the next 
long hallway. Joseph is in the the third room to the right (ty. There are two Samurai standing guard at 
Joseph's door. You can lure one of them away with a few arrows to the belly, but wait until the other 
guard turns and walks his route to the far end of the hallway. Joseph is waiting for you. 


ABOUT Vaco. 


Back To The upper level 

On the upper (3rd) level, you'll want to make your way out the front gate (P). There are two 
guards standing watch, but they should be no problem for your party of two. However, you may 
want to e^uip "One-Hand" with a better weapon — the Wakasashi, if you have it, or a Falchion 
will suffice. 


To the left of the gate are some stairs, with an archer standing on top. Once you' r e past him, and on 
the other side, there are two more flights of stairs that lead you down to the level with the pit slaves 
(Q). The entrance is right behind the stairs. 


► 'YOU 


Yiyin (R) wants the Key to the Pit, and lucky for him, you already have it with you. There's an easy 
3000 XP! Xueli (S), on the other hand (a-hal), will give you the scale of a dragon. She is hopeful 
that you will find the other three dragon scales. 




— 
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ourner 


corner o 
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Get the Atangosteen 

The last item you need to get is the Onyx Carp, but you can't get that until you give Zhimm the 
fruit. Fortunately, Peizhi (G) has a large, ripe mangosteen for you — all you have to do is ask. 
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Team up with Rosa 

Rosalind is waiting for you over in 
that there are actually EIGHT ring 
is there to help heal your hand, an 
begin his process. 

i nd 

the small forest of trees to the right (A). She informs you 
s of summoning, not four, as was previously believed. Sizhe 
d he gives you four tasks to accomplish before he can 

wrzsm i 
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^ Take the carp to Sizhe 

if Stop by Zhimm (ft) and trade the Mangos teen for the carp, and then give all that you have 

r* | collected to Sizhe (A). He will give you two more things to accomplish before your hand is 

F back to normal. 




. I f Wf ***** • } 

T O* 

Invisibility has its rewards 

The potion that Sizhe gives you will work just about all the way to the top of the mountain, on your way to 
the Wolong Caverns. Don't stop to sightsee, and when you get to the white buildings (H), take a right. That 
is the only confusing point of the long journey upward. Soon enough, you will be inside the Wolong Caverns. 


di 
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Wolohft Caverns 


I The ftridge to Nowhere 


m 


The Wolong Caverns are massive, and can be ^uite confusing at times. Try to gauge your progress by the 
"landmarks" that are scattered about the caverns. The first landmark you'll come across is the bridge to 
nowhere (A). Looks like we may be back here later... 




Meet the brothers Caris & Drazin 

Just down the path is Caris the Damned (ft). He speaks of the eternal hell that he and his three brothers share 
in the caverns. One of the brothers, Drazin the Tormented, is up ahead at the crossroads (Q. Left or right, is 
his question to you. For now, go right! 






Stakes are dropping from the ceiling! 

After you defeat one Frozen ftone Knight, you'll soon come up to another one standing on a ridge. The area is a 
trap — if you go straight for the Knight, hundreds of stakes will come out of the ceiling, inflicting major damage 
to you, and blocking the path to the Knight as well. Turn around and go back to Drazin and take the left path! 





TCQY 


K - Ngaru's Ghost 
L - Sow of Piercing 
ft - Tail of Rokhul 
N “ Pool of Wonders 
P - Secret Room 


LEGEND 


A - Bridge 

ft - Caris the Damned 
C “ Drazm the Tormented 
D - Knight Camp 





0 TVfC- WE At OM> 


Once you cross the bridge, the a'-ea on the left wni be littered with enemies. It s best to stay against the 
left edge, and try and draw a few of the ftone Knights and Frozen ftone Knights away from the centra! area, 
which has four Ice Witches there. The Witches have powerful spells, and when combined with the other 


Chain 


stairs) a^e all yours, 


Check your Inventory 

The area you just came into contains many foes: Ice Witches, ftone Knights, and Frozen ftone 
Knights. This would be a good time to assess your party's strengths and weaknesses. For 
example, the enemies in the caverns (especially the Frozen ftone Knights) are vulnerable to Fire 
attacks. So, if you've got it, e^uip Joseph with the Sword of Spirits, the ftacite Medallion, and the 
Ring of Flames. Flece should have max armor and the Warding Necklace, and Rosalind should have 
the Farseemg Necklace, Ring of Flames, and Ring of Slessings. Also, e^uip Flece with a Fine ftladed 
Katana, as she will be mo'-e useful with the sword than she will be with a bow. 


Ab 


Ji: wai 






Find the Red Dragon Scale 

The a-ea has four paths to choose from — the middle two paths lead to the same place, (jo to the far left, 
instead. You'll come across a small temple-like area, guarded by a couple of Witches and Knights. The battle 
is tough, but the rewards are great. You'll find the Red D r agon Scale (G) under the temple, and a ftougu-Dou 


piece of ai-mo'* a little stretch back behind the temple (H). 


The Secret Room 


**** * 


A little to the right of the temple is where you'll find a switch that opens up a hidden door, leading to a 
secret a r ea (P). Watch out, though, as there a r e three Ice Witches waiting for you! Have Rosalind use her 
Silence spell so the Witches won't be able to cast any spells. Then, the goods in the back room (up the 


Azha the Archlich 


Take either of the middle routes and you'll come across a wood !eve r (E). Throw the switch and stakes will come 
flying down in front of you, signaling it would be best to go around that area (to the right of the switch). Azha the 
Archlich (F) is just beyond the switch, and be sure you don't challenge him to a fight — not yet, anyway. 


Area of the Ice Witch 


ary** 
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The Tail of Rokhul 


These plants are very well - protected {It), fte prepared to use all of your magic and skill. Use the Silence 
spell on the witches, and have Rosalind cast spells from a distance while Joseph and Flece go toe-to-toe with 
the Knights and ft inotaurs. When the battle is done, simply grab a piece of the plant and head for the Pool 
of Wonders. 


Ngaru's Ghost 




At the front of the Pool of Wonders, Ngaru stands guard (K). He'll give you the Ring of Water, and then 
you can lose the "One-Hand" nickname! 
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pj Take the Short Way Home 

As you leave the Pool of Wonders, go up the path on the left. It leads to a switch which w 
that gives you a shortcut out of the caverns. Pick up the ftow of Piercing (L) before you g 
T.S « once you get through the opening. 


open up a door 
Exit to the right 


Pool ot Wonders (N) and the riant ot Kokhul (HI). Tou have Two choices trom The sTarnng poim — go | 

left (down). __ ; U':LS' 
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The Fate of Rhukh, 


Tiandi can be found near the bottom of the cavern (J). He tells you the story of the four dragon rings, and 
also fills you in on what The Fate of Rhuka was. You'll earn 2000 XP for your efforts. 


Mha 


the De 


Just up ahead from Azha is Salis the Demilich (I). He says he wants a bone from Azha, after 
you kill him, and then he'll show you the way to the Pool of Wonders. Guess it's time for a 
fight after all. You can't beat Azha the traditional way, he takes on no damage. Instead, lure 
him to the stakes below, leaving one person down by the switch (Solo mode). When Azha and 
the person he's chasing are in the stake zone, toggle to the person manning the switch, and let 
'er rip. It may take a couple of tries, and you may lose a party member (or two), but it'll work! 



Sunday Moody Sunday 

Once inside the Wolong Village, you'll find that there has been bloodshed and destruction everywhere. 
There's nobody left to talk to, just numerous Orenian Soldiers. Looks like you'll have to let your sword do the 
talking for you! 


ftoss: General Pijian 

Sack at the docks, where you first entered Wolong, awaits General Pijian and three henchman. This will be 
no easy task! Try all of the usual tricks (Protect, Empower, etc.), but it may be your cleverness that 
ultimately wins out! Have Joseph summon the Imp, and then concentrate on getting rid of the Soldiers. Try 
to keep Rosalind alive, so she can use her "Revive" spell to bring the dead back to life with full health. If 
needed, you can take a character out of the immediate vicinity, and fight a soldier away from the rest of the 


After the battle, you II meet Ao^i, and learn of rlece s true lineage 
what a story! However, it's time to move on and meet up with... 








P RiMflls Grraflu 


'ITCHY M'll 


MMC 


Jekhar waits between buildings near the docks. He not only has an interesting story to 
tell, he also has the second Dragon Ring — The Ring of the Four Winds! It's now time to 
move on to Liangshan, northeast ofWolong! 


A - Wounded oo 
ft - ftridge 1 

C - Piato 
D - Secret Cave 
E - ftridge 2 
F - Shrine 
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The Wounded Soldier 

The travels through the Liangshan Forest kegin simple enough — follow the path! Soon 
you'll meet up with a Wounded Soldier (A), who informs you that Arturod sent them there to 
kill the Summoner! 


The J Cl DIE* EUR CHE S FORWARD BUT CATCHES 
HtMSELF BEFORE ME TAELS. 'MWROa_$tNT !. ■ 
HERE .TO KILL THE SciMMONER.CJO DESTROY 
THE SMR(Nl O* UANCSHAN ' 


* 'Kiu. the SummonER?" 

* ‘F AREWELi. ' 


The Doctor is Always In 

Once you walk through the green fog, you'll ke poisoned, and there won't ke a cure until you make it to the 
shrine. Health management is essential — use the Vitalize spell to keep the troops alive. If Rosalind has the 
Vitalize spell, change her Al to Support, that way she won't waste precious AP during fights. Of course, it 
would ke wise not to stop for unnecessary fights! The 1st kridge is your next checkpoint (ft). 


On the way through the forest, you'll meet Piako in the cemetery (Q. She wants to ke a girl again, and 
gives you her Immortal Soul (in a kox) to throw into the akyss in the Wolong Caverns! 


Secrets of The Dakhanim 

fte sure to check out the secret cave (D), as you will find the ftlank Parchment and a Shadow Medallion. You 
will need to take the ftlank Parchment kack to the Khosani Priestess llaru to fulfill the *uest. 


Boss 

As soon as you cross the second kridge (E), you'll ke face to face with the Tiger Rider and the Serpent Rider. 
Have Flece use a Fine Katana, and leave Rosalind to attack from a distance with the Lightning and Firekall 
spells. Keep an eye out to Revive (often)* and you'll ke finished with these guys in no time. 


Guardian of the Shrine 

The Guardian of the Shrine is just up ahead, and he can cure you of that evil poison! 
Unfortunately, there's no time to rest as Murod's men are coming across the kridge! Don't go 
to them, let the army come to you, as you'll need the help of the Guardian of the Shrine. 
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The Orenian Soldiers, Adages, and Greater Mages are led by General Wentao. These 
guys come in waves, and it seems like it doesn't stop! First, have Joseph summon a 
Celestial Samurai. Next, keep Rosalind out of the picture so that she can Vitalize the 
party and Revive the dead. Hers is the most important jolt! If you have time before they 
get there, have Joseph Protect the group. Make sure Flece is using the test sword 
you've got (Fine ftladed Katana, most likely), and take control of her, switching to Rosalind 
when needed. After that, it's an all out Wood-letting, with little time to regroup before the 
next wave. Once you've rutted out the last enemy, you can get the Ring of the Forest from 
the Guardian, and then you can exit out to the World Map from behind the Shrine. 
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D - Nandi the Gatherer 
E - Longyue 
F - Woiong Merchant 
G - Head (Piece of Statue) 
H - Piabo 


A - Woiong Merchant (Armor) 
ft - Caishi 

C - Woiong Merchant (Weapons) 


Icicle Rune 

Icicle Tract ..... 
Icicle Scroll ..... 
Icicle ftook ..... 

Icicle Tablet 

Icicle Tome 

Lightning Rune . . . 
Lightning Tract. . . 
Lightning Scroll . . 
Lightning ftook. . . 
Lightning Tablet . . 
Lightning Tome. . . 
Inferno Scroll. . . . 
Meteor Scroll . . . 

Curse Scroll 

Ice Coffin Scroll. . 
Invisibility Scroll . 
ftiizzard Scroll . . . 
Recovery Tonic . . 
Elixir of Recovery 
Health Tonic 
Healing Elixir. . . . 
Cleansing Tonic . . 
Cleansing Elixir . . 
Invisibility Draught 
Drithen’s ftrew. . . 
Tristan’s Libation . 


5000 

100000 

10000 

100000 


Heavy War Axe. . . . 

Forecleaver 

Heavy ftattleaxe ... 

Warhammer 

Flanged mace 

Assassin’s Crossbow 


Sabatons 

Studded ftoots . . . 
Springsteel ftoots 
Iron Gauntlets . . . 
Chainmail Gauntlets 

ftough-Kote 

Springsteel Gloves 
Sfeel Gauntlets . . 
Studded Pants . . . 
Leather ftreeches. 
Silk ftreeches . . . 
Chainmail Leggings 
Studded Leather. . 

Haramaki 

ftoiled Leather . . . 
Springsteel Leather 
Steelshod Leather 
Chainmail Tunic . . 

ftougu-Dou 

ftreastplafe 

Scutum Shield . . . 
Collar of Health . . 
Collar of Precision 
Swordsman’s Tor«|U' 


50000 


200000 

50000 


heavy Crossbow 

Nagitana 

Ironwood Staff. . 

Yari 

Naginata 

Wakasashi 

Fine Katana 

Nodachi 

Parrying Dagger 


100000 

10000 

1000 

100000 


10000 

10000 

100000 

5000 

50000 


Revive Scroll. . . 
Tome of Revive . 
Fire Arrow Rune. 
Fire Arrow Tract 
Fire Arrow Scroll 
Fire Arrow ftook 
Fire Arrow Tablet 
Fire Arrow Tome 



PBiiifl'i UrncidL STRfiTcav 


You could go to the Jade lemple right now, but odds are you will need To replenish your 
resources before facing Murod. Y ou # ll be in luck, too, because Wolong now has lots of 
people to sell you stuff, and you will encounter even more quests! The first thing to do is 
to go see the Wolong M erchant selling armor (A). Evaluate your party members' armor, ai 
then k>uy the best stuff you can afford! 


japons Merchant 

Merchant (C) 


should see for upgrades. You will be 


person you 

able to sell all of the smaller weapons you no longer need, and buy some impressive weapons 
the Forecleaver, Warhammer, and Heavy Crossbow. 


THE riANt} I NEE> you MUST FIND A 
SHIV CAll Ih£ "Sf ARROWS £CC YOSj 
F1MP IF IN THE WR.OS OUT S10E OF WOt 
WMCRC MUROO'S SOL PIERS FATRCH..' 


Nandi the Gatherer 

Nandi (D) wants to make you a special gift, but there's a catch' 
before she can make it for you. You'll have to search for the p 
return it to her. 


— you must find the plant "Sparrow's Egg" 
lant in the "wilds outside of Wolong", and then 


Longyue lost his Hat 

Longyue (E) gave his hat to the spirits in order that they might save his life. Now, he wants it back 
Unfortunately, the hat is in Liangshan Forest, and he's afraid to go there! 


► ‘WHERE IS UANGSHAN?- 


TAREWEl 



me umild or Tne opinrs pee map on page /O) 

If you need a fewXP before you take the gang to the Jade Temple, head up to the Wolong 
Caverns and throw the box you received from Piabo into the sacrificial pit. The pit is where the 
wood pier stands, just inside the cavern (A). Don't open the box, just toss it in there! Head 
back to the village, and you'll find Piabo in her human form (H). &ig XP is the reward, as well as 
the Ring of Control. 


Now you're ready for the big-time! Gather the troops and head northeast to the Jade Temple. There are a 
few guards standing by, but the r eal adventure begins when you get to the center (A). The Ghost and 
Tiger Riders await your arrival. These guys are no match for your strength, and you should get out of the 
battle with but a few nicks and scratches. 
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Vjrab The Khosani map 

There's a small tablet over in the upper right hand corner (ft) of the outside of the Jade 
Temple. Once you've got it, you'll Identify it as a very valuable Khosani Map. This may 
come in handy later. 


Ha me: khosani map 

DESCRjPtlon * 

Value* 30X300 CP 


The tablet appears to be 

A FRAGMENT Cf A MAP. 
COVERED IN INTRICATE 

runes, three foints on 

THE MAP ARE NAMED* 
UMAKH., OCHILOS. AND 
Muhul. Under each name. 

THERE 15 A FLAT, CIRCULAR 
DEPRESSION ABOUT THE SIZE 


’The Khosani?" 


THEY’VE FORGOTTEN M 
S’ LORE. I HOPE THEY 
MAKE THE RINGS AND 


After you grab the Jade Dragon Ring, you'll need to talk to each of the party members to find out 
what to do next. There's more work ahead, they say, as we still need to get the original four 
rings. The way back to Medeva is uncertain, and Flece believes that Qifeng may know how to 
get there. Rosalind suggests that the first thing to do is go and see the Khosani to see if they can 
make new rings. 


talk To vjongji and Vi'eng 

Gongji (C) will be pleased to take the Dragon Scales you have collected thus far. 
find out what's next — it's off to Saanavarh to visit the Khosani. 









-llw" * 










A - Ulsadana 
ft - Entrance to Cat 
C - Khosani Merchant 1 
D - Keeper of Lore 
E - Khosani Merchant 2 
F - Ecarh the Merchant 
(i - Khosani Merchant 3 
H - Icaru the Preistess 
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Preservation Ring . 
Ring of Shadows . . 
Ring of Aggression 
Ring of Storms ... 
Ring of Control ... 
Berserker Ring . . . 
Necklace of Stealth 
Medallion of Vigor 
Medallion of Night 

Garnet 

lolite 


ReinforcedBoots . 

Satatons 

Dragon Soots 

Studded Roots ... 
Springsteel Soots . 
Iron Gauntlets — 
Chainmail Gauntlets 
Plate Gauntlets . . . 
Springsteel Gloves 
Steel Gauntlets . . . 
Chainmail leggings 
Springsteel leather 
Steelshod leather 
Chainmail Tunic . . 

Platemail 

Sreasfplafe 

Scutum Shield . . . 

Kite Shield 

Heater Shield . . . 
Sattle Torque . . . 


Woodsman's Axe — 500 
Medevan Hatchet . . . .5000 
Medevan Battleaxe . . .1000 

Heavy War Axe 5000 

Forecleaver .10000( 

Heavy Sattleaxe . ....10000 

Warhammer 10CKXX 

Spiked Mace 5000 

Flanged Mace . . .....10000 

Reinforced Sow 1000 

Assassin’s Crossbow .50000 
long Sow — ......10000 

Reflex Sow .... . — 1000 

Heavy Crosstow 20000 

Nagitana — ...50000 

HardwoodStaff 1000 

Ironwood Staff .. — 10000 

Yari 50000 

Naginata 10000( 

Pole Axe 5000 

SatreHalterd 10000 

Satre 5000 

Fine Sladed Katana . . .5000 

Wakasashi 10000 

Fine Katana 1000 

Nodachi 10000 

Parrying Dagger . ....5000 


ryrosKmg 

Preservation Ring . 
Ring of Storms 
Ring of Repulsion . 
Ring of Control . . . 
Ring of Slaying ... 
Serserker Ring . . . 
Necklace of Stealth 
Medallion of Vigor 

Pipe 

Perfume 


Recovery Tonic . . 
Elixir of Recovery 
Health Tonic . . . . 
Healing Elixir ... 
Panacea of life . . 
Cleansing Tonic . 
Cleansing Elixir . . 
Invisibility Draught 
Drithen's Srew .. 
Tristan’s libation 


Revive Scroll .. 
£00 Fire Arrow Tome 

L -00 Icicle Tome — 

T/p. lightning Tome . 

Inferno Scroll .. 
Meteor Scroll . . 
Curse Scroll ... 
— Ice Coffin Scroll 

,100000 Invisibility Scroll 

,100000 Blizzard Scroll . 


Ring of Health . . . 
Pyros Ring . — 
Ring of Blessings 
Ring of Dexterity 
Ring of Protection 


Forecleaver 
Warhammer 
Yari 
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Back in Iona 

Things sure have changed — and for the worst. Check the hole-in- 
Summoner Gauntlets (A). In the building down the courtyard (ft) are 
of lynnai and fturnt Robe — both great items for Rosalind. 


’WE NEED THE KMOSANI SCROLLS. 


Who should be standing on the steps of the 
Great Library other than Yago (D)! You get to 
know more of the story, but you also learn that 
if the Khosani Scrolls survived, they'll probably 
be in Lenele. Yago has a theory that if you split 
up in groups of two, you may make it into the 
Lenele Palace. 


|| A - Summoner Gauntlets 

f; ft -fturnt Robe + ftow of Lynnai 

|| C - Haste Ring 

f] D-Yago 

f? E - Parchment 
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BOUCH-KOTE 

Steel Gauntlets j 

O^AINMAIL LECCiNCS 

Oeainmail Tunic 

ROM OF RESTORATION 
SCUTUM. SHIELD 

REVIVE SCROLL 

TOME Of REVIVE 

Fire arrow Rune 
FIRE ARROW TRACT 
FIRE ARROW SCROU. 

O TYPE! ARMOR 
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ic palace, there are many enemies, and Th< 
nJ use an Ice Coffin if you can't. Take the 


ie sewers 


SEWER 1-1 






Grak the Special goods (See map on page 39 ) 

The sewers are full of good items, and nasties, kut nothing Jekhar and Rosalind can't handle. 
Jekhar does major damage with his Kick Chain Attack — comkine that move with the 
Desperation move, and you'll make ^uick work of the monsters. There's a Dehilos Carving (P) in 
the far reaches of the sewers, and a Parchment on the piers (G). The kiggest monster ever seen 
resides down ky the second level (E). Exit through the Marketplace entrance (ty. 


IP 


Use the Ice Coffin 

Down along the kanks of the river, Lichs, Mummys, and Frozen ftone Knights gather. It can ke very 
difficult just getting to the streets akove! A good strategy to employ is to go in Solo mode, get in range of 
the kad guys (they are usually in groups of two), and then cast an Ice Coffin Spell on one of them — the 
Lich would ke first choice if he's one of the pair. If your supply of Ice Coffins is low, have Rosalind cast the 
Silence spell on the Lich. After that, you can return the other party memker, and koth of you can kattle the 
remaining kaddie! fte sure to set the Al for Rosalind as the Caster/Healer. 


Grak the Items 

When you get up the stairs, cross the kridge to the right and head into what was once the Crown District. 
This section doesn't get any easier — more Lichs, Frozen Knights, and Mummys. Work your way to the 
Ring of Mastery, and then keep going until you get to the Serserkers' Torque. 


Take the Stealth Approach into the Palace 

From where you found the fterserkers'Tor^ue, try this method of getting to the palace. Take control of 
Rosalind in Solo mode, then turn invisible. Run along the left side of the street, avoiding all of the monsters 
along the way. Get to the steps of the palace, then switch over to Jekhar and do the same thing with him. 
Once at the steps, he'll have to fight the Golems kefore entering the palace. 


ftoss: Sornehan & Galliene 

•as*®! i 


| - j Once inside the palace, there are many more Knights & monsters to fight, kut you can avoid them ky using 
f T .. ™ * ' the ol' invisibility trick. Make your way to the kack of the room (follow the klue carpet), and then it'll cut into 

i. H ^ a lengthy cinematic sequence. When all the talking is done, you're in for the most difficult kattle yet! The first 

thing to do is to get Rosalind to Silence the Queen, and it may take a few tries. After that, let Jekhar fight 
c - with Sornehan, while Rosalind komkards him with everything you have. He's got over a ^OOO HP, kut once 

he's finished, you can pick up the Sornehan Dagger and use it against Galliene. Unfortunately, she's 
invulnerakle to everything kut piercing, so Rosalind's magic spells won't work against her. The Sornehan Dagger does enough damage — so much so that 
it will only take a dozen or so good swipes at Galliene to kring her down. Once it is over, pause, & wipe the sweat off of your forehead. If you want, you 
can search around to find some useful items, and then exit the same way you came in. 
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"Ypu M’.'ST give us TIME, JahuCani. When 
YOU HAVE'- iAf'TVftCD THE DEMONS OF STONE 
an&USmI, PERHAPS THE RING Cf OAftKNty. 
WIU BE READY." 


ijcT The t \ ings 

As you leave the City of the Khosani, the Guardian will give you two of the three rings he 
promised. The Ring of Darkness is not ready, he says, and you should come tack to see him 
after you capture the other demons. Looks like it's on to Iona! 






•NOW voll MUST PACE THE DEMON Cf F«t. 
jAHUCANS.tPCfCAT PYf.UL ANP TSAI- HIM IN 

the “Ring, then will I give you the rings 
O f t£*CH T. DARKNESS, AW STONE-' 
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City of Khosani 

The Ulsadana and two elders await your arrival at the entrance to the Saanavarh, and 
they're prepared to give you the Ring of Fire. After you've received the ring, make way to 
the Keeper of Lore, where you'll receive HUGEXP for returning the information and items 
of Rhuka's past. Go to the Guardian of the Stone Portal, and let the journey beginl 






burning ftone Knights 

As you make your way through the labyrinth, the first real challenge comes when you enter the "turn the 
stones" room. Four burning lone Knights will jump the party when you cross the archway. Have Rosalind 
stand by with the healing spells, and put a weapon in the hands of Flece. The steps down after the room 
contain another four of these super bad guys! And, the Gaddies just keep coming after that point. 


ftoss: Pyrul 

Pyrul has some lethal fire-breathing techniques, so it's best to keep Flece and Rosalind as far away 
as possible. Use the Protect, Faith, Silence, and Empower spells before you begin the battle. Don't 
be stingy with the inventory, either, 'cause you can go get more AFTER the battle! As Joseph or 
Jekhar, run in and do some damage, then get out and heal yourself. Keep the ladies firing away with 
their bows. As Rosalind, use all of your weapon spells, but keep an eye on your AP level. If it gets 
too low and you lose a party member, don't waste what little AP you have bringing them back to life. 
Concentrate on Pyrule instead, and you should be able take him out handily. 




Add Three New Quests 

before you leave, there are three more mini-quests you can add to the journal. Visit our old pal Elarh, and 
he'll tell you that the seeds from fteelon don't work, and he'll gladly pay you 100,000 if you figure out how 
they will. On top of the palace area is Saato and Athodi, two Khosani priestesses' that have different 
quests for you. 


£ 




Uligo the Artisan 

You can get 40,000 XP for simply talking to Uligo the Artisan, who stands on the steps leading up to 
the Khosani Jewelry Merchant. Next time you meet the King of Talas, you'll need to tell him to go to 
Saanavarh and thank the Khosani for the items they made for himdOO years ago. 
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Back to Iona 

There's a formidable group of Lichs and ftone Kings waiting for you when you get into Iona. Summon a 
Samurai, use the Protect and Faith spells, and then have at it! They leave behind some very useful items 
(Magus Gauntlets & Anti-Magus Torque). 


ftoss: Demon of Light 


The Demon of Light has a powerful laser that inflicts mucho damage, but if you can stay out of harm's way, 
you will be fine. Summon whichever creature you like, then do the usual pre-fight casting of spells to protect 
your party. For this one, keep Flece away with Rosalind, and have her use whatever the best bow is that you 
currently have at your disposal. Rosalind, as always, will be the most important party member as she will need 
to keep an eye on all of the other members. While not healing someone else, have Rosalind use her Fire 
Arrow spell. It'll be over in short order, and then you can collect your rewards — there's a parchment on the 
Minor Library. 


lodir the Heretic 

Around the other side of the major library is where you'll find lodir the Heretic (F). He's the one that is looking 
for the Tome ofGhanis — that book you've been carrying around for a very long time! You'll get 10,000 XP 
and a Thermal Medallion for your efforts. 
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Electronic Entertainment 
Platform: PlayStation®2 computer 
entertainment system 


It's here! The RPG that PIayStation®2 
owners have been waiting for. Summoner 
casts you in the role of Joseph, a man 
they call a Summoner who possesses the 
power to call forth demons, golems, 
supernatural servants and elemental 
creatures. Can you help Joseph overcome 
his tragic past, fulfill his prophecy, defeat 
the invading forces ofOrenia and achieve 
peace on the Medevan plain? Master the 
power of the summoner with the help of 
Prima's Official Strategy Guide. 
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Detailed maps for every city, 
cavern, and labyrinth 

Comprehensive strategies for 
defeating all bosses 


All 40+ Subquests uncovered 


Complete lists of all Potions 
Spells, and Items 


Exclusive maps and diagrams 
for some of the hardest 
puzzles ever created 
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